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PROFESSIONAL EDITION 




Expanded Dictionary. Tbe«aunis with Definitions 



and Hyphenation, 1 MEG Required 



Faster Screen Display. Unlimited Graphics Per Document 



Version 2.0 



WORD 
PROCESSING 

ACE 



CURRENT EXCELLENCE 

OWNERS 

Upgrade to Version 2.0 for just 

$59.95 + $5 postage. Send payment 

and original disks to 

Computer mate at address shown 

below. 




EXCELLENCE V2.0 
Sugg. Retail $299.00 




excellence! the fastest word processor for your Amiga 

is the ace-in-a-hole for your writing needs. 

And we've stacked the deck in your favor with 250 available 

fonts per document; a Spell-As-You-Type 140.000 + word Dictionary 

(with legal, medical, technical, scientific, and geographical supplements); 

Grammatical/Style checker; 1.4 million Thesaurus with definitions ; 
Index and Table of Contents Generator; Headers, Footers and Footnotes. 

You'll deal in PostScript output; True WYSIWYG; automatic Hyphenation; 

Math; resizable Color Graphics; flexible Mail Merge; Columns and 

easy-to-use Macro-Language making complex actions a snap. 

With excellence! word processing is all aces. 

Committed to excellence since 1978 




Micro-Systems Sc^iwore 
Distributed and Supported in Australia 



M ^c 



by 



pmpuT£Rmc|TE 
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P.O. Box C64. Mt. Kuring-Gai, N.S.W. 2080. 
Ph: (02) 457 8388 Fax: (02) 457 8739. 
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FIRST WITH THE BEST 



EXCELLENCE!2.0 

The ultimate word processor for the 
Amiga with more features than 
some high end DTP packages. Huge 
Thesaurus and spell checker with 
grammatical checking as well. 

CODENAME ICEMAN 

Sierra game lovers are in for a real 
treat with this one. Set mainly on a 
nuclear submarine, this is one of 
Sierra's best. Don't miss this one. 

COLONEL'S BEQUEST 

Another great title from Sierra. This 
time presented in the form of a play 
where you have to solve the murder 
before the final curtain falls. 

FLOOD 

From the makers of Populous comes 
this superb platform game. Excellent 
graphics with very cute characters 
and plot. But watch the rising water 
level. 

LAST NINJA II 
This now famous C64 game makes it 
to the Amiga with fabulous graphics 
and sound. An arcade Ninja game 
that is really an adventure strategy 
game as well. 



Distributed in Australia by 



"Zornpuigjmanx 



ComputamarE Pr^. Lid., &22 Newtastifl Street, Lea^w^ino, VJ. A'jstrjlia &007 
Tsiophone (09) 328 9789, Fiu (OSf JSV 7^», BSS (051 328 i2\7 



LEADERS IN PC ENTERTAINMENT 
Dealer enquiries welcome 




Editorial 



DURING the recent 
World Conference on 
Computers in Education, 
and the Sound and Vision 
Show - both held in Syd- 
ney - Kailash Ambwani 
from Gold Disk and Mc- 
li.ssa Jordan Gray from the 
Blue Ribbon Bakery paid 
Australia a visit. Both 
were very impressed with 
the standard of the Commodore displays at 
each exhibition, as were the hundreds of visi- 
tors who sat in the Hercules Aircraft seats to 
test out the new Amiga 3000. At the Sound 
and Vision show, Commtxlore won the best 
stand award. 

More significantly, during their visit, both 
Melissa and Kailash were able to come to a dis- 
tribution agreement with local software distrib- 
utor, Dataflow. The entire Gold Disk range of 
over 20 products ranging from Transcript and 
PageSetter U, to powerful professional applica- 
tions such as ShowMoker and Professional Page, 
are now fully supported. Upgrade paths for 
those products where new versions are or have 
recently been released will be available. 

According to Kailish, product support was a 
critical consideration for Gold Disk. Dataflow 
were able to provide the needed arrangements 
to ensure consumers were properly looked af- 
ter. 

Dataflow have made a strong commitment 
to both the Gold Disk and Blue Ribbon Bakery 
range. From the sort of feedback wc have had 
to date with regard to products Dataflow cur- 
rently support, such as KindWords 2.0, I am 
sure we will finally see the right sort of hand 
holding for new users making the step into se- 
rious Amiga productivity. □ 



Andrew Farrell 
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Commodore in the 
Media 

• A few spottings surfaced in the 
reader mail this month. The first comes 
from Matthew Smith of Bat low who saw 
an Amiga 500 in Rafferty's Rules. Several 
people spotted an Amiga 2000 on Play 
School. Yes, there's a chair in there and an 
Amiga too! According to Bruce Gilbert of 
Marangaroo, the Amiga in question was 
busy drawing a cat. Bruce also spotted a 
glitch in Neighbours where the AS 00 eve- 
ryone has seen is often operated with the 
numeric keypad even though only Work- 
bench is on the screen. Whatever hap- 
pened to technical direction? 

On the 11th of June, Neighbours 
showed an Amiga 500 supposedly infect- 
ed with a virus! Rumour has it that a 
paint program was used instead. 

On Sydney radio show Club Veg, 
heard across the air-waves on station 
2MMM, snippets of synthcsised speech 
fill the occasional empty moment. As 
Cooper of Picnic Point surmises this must 
be the Amiga. Can anyone throw any 
light on this possibility? 

On Sunday, June 3 Channel Nine pre- 
sented one of its Earth Watch shorts. 
There we saw, according to Darren Heal- 
ey of South Windsor, an Amiga 500. The 
machine was operated by a group of 
school students accessing a world wide 
network as part of a water monitoring 
program called, aptly, "Green". 

Channel Nine's A Current Affair, host- 
ed by Jan a Wendt, recently featured a sto- 
ry on a disabled teenager who was using 
an Amiga as part of his therapy. Al- 
though the exact program used wasn't 
visible, it's good to know the Amiga can 
help out in situations like that. 

Shane Sodcman of Moranbah sent us 
a wad of information on what Commo- 
dore's are up to. According to Shane: 
"Dear Andrew/Ram Rumbles 

While on the subject of film: 

• Amiga 2000s are being used to con- 
trol the music and timed explosions for 
the Indiana Jones Spectacular show at the 
new Disney/MGM amusement park in 
Florida. 

• Again an Amiga 2000 was promi- 
nently featured in an episode of Atf. Alf 
uses the Amiga for computer stock trad- 
ing, with disastrous results. 

• The people who made Airplane and 
Naked Gun are making a movie called 
Dive. A man by the name of Joe Conti is 
doing the graphics for the film using the 



Amiga. 

• Cable companies in America use an 
Electronic Preview Guide using Amiga 
lOOO's and Amiga 5O0's running Digi- 
View and Deluxe Paint. 

• A dude called Mike Ribble is great 
stuff for the movie Robocop It. He uses an 
Amiga 2000 with a Commodore A 2620 
accelerator card and two Commodore 
Z052 two meg expansion cards for a total 
of five megs. It has a C, Ltd Kronos hard 
disk controller with a 65 meg Seagate 
hard disk drive, a Samsung Multisync 
Monitor, and a single floppy. He uses 
(also) a flicker fixer board and a Super 
gen genlock. ITe also adapted DigiView to 
use 35mm lenses for movie professional 
results. He uses a hoist of graphics pro- 
grammes to produce the monitor output 
scenes for the film. 

• Again Joe Conti does the graphics 
for the film Die Hard, He reckons he 
would like to see a graphics board that 
supports 16 million colours and 2k x 2k 
resolution, 

• Pop artist Pedro "Capt. Draw" Bell 
has used his C64 in the creation of many 
videos and album covers for the music in- 
dustry. His latest is the cover for MCA 
Record's brandnew Our Gang Funky CD/ 
Album. The tiny dancers on the cover are 
all Print Master graphics. 

• The Sept /Oct issue of Youth 89 fea- 
tured an article on videogame designers 
Michael and Ron McNally. A photo 
showed the authors with an A2000 run- 
ning The Jetsons. 

Enough? - 1 got more!" 



Freepost 6, P.O Box 506 
Engadine 2233. Ph: 520-2933 

Now Available, the Winter 
Catalogue-on-a-disk for the 
Amiga wit hi over 1 ,000 items for 
the Amiga including Modems, 
Monitors, Hard Drives & 
Software. Send $3.00 for the Disk 
or get it free with any order 
over$50.00. The Disk can be 
updated for free anytime. 
We accept payment by Bankcard, 
Mastercard & Amex. 
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I have several times in the past raved 
on to you about new products, but this 
lime I iim going to go overboard! AMOS 
is the biggest and best product wc have 
ever had and it will be the biggest selling 
Amiga product in the World within six 
months. As the only authorised distribu- 
tor of AMOS in Australia, we intend to 
give this product even more support (if 
that were possible) than usual. We have 
set up an AMOS Users Club which will 
be the only way for you to gel the many 
Public Domain disks both already writ- 
ten and still to come. Obviously, there 
will be hot- line service support from the 
Club for its members as well as newslet- 
ters and information on new AMOS 
products as they become available. 

It is important that you understand 
that unless the AMOS you buy has a 
PACTRONICS Sticker on the box and 
our numbered membership application 
form inside the box, you will not be able 
10 join the Club, nor will we be able to 
give you any support at all. If you have 
' already bought AMOS and it is not a 
PACTRONICS package, I suggest you 
return it to your retailer and ask him to 
replace it for you. By the way, member- 
ship is totally FREE. If you have not al- 
ready bought AMOS and want a demo 
disk, please write in lo Neil Miller (Pac- 
tronics, PO Box 101 Rydalmerc NSW 
2116) enclosing a stamped self addressed 
envelope and a 3 1/2" disk and we will 
send you out a demo. Just for your inter- 
est, over 20,000 copies of AMOS were 
sold in the U.K. in the first ten days after 
its release, and we have already broken 
our records for sales of any new product 
on any machine, in the first three weeks. 
I Although the World Cup is now over, 
there is still an enormous amount of en- 
joyment to be gotten from our great new 
Soccer games - Emlyn Hughes Interna- 
tional Soccer and the brilliant new World 
Cup '90 from Linel in Switzerland, 
These games have to be seen to be be- 
lieved! 

On the same serious side of your 
Commodore 64 computers, we are proud 
to announce that we have released News- 
room from Springboard the leading soft- 
ware house in the USA. Newsroom really 
leLs your creativity go to town and wc 
also have available three separate clip-art 
collections lo use with it. 

Finally, let me return to AMOS and 
say that an Amiga owner without AMOS 
is never going to get the true value and 
performace of the immense capabiliies of 
this computer. See our ad on page 21. 

Adverffsement 
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Amiga 3000 

• Officially launched at 
last months SMPTE show in 
Sydney, the Amiga 3000 will 
be in stock in limited numbers 
at major speciality Commo- 
dore dealers around about 
now. Price on the 2SMhz ma- 
chine will be about $6500 - 
and a VGA monitor to match 
will set you back an additional 
S800-900. The A2024, a new 
monitor which will display the 
1024 X 1024 productivity 
graphics mode, will be availa- 
ble late this year for around 
$1800. 

2-meg Agnes for 
A500? 

• Looks like a bit of for- 
ward design by Commodore - 
it seems that if you check out 
the new schematics for the Re- 
vision 6 A500, there is a con- 
figuration in which the 25Kx4 
memory chips can be replaced 
by lmcgx4 chips for a totalof 
2 meg of chip ram. It seems 
that Commodore went in for 
the Rev. 6 design so one- 
megabit chips could be used 
instead of the old 256K chips 
which became scarce for a 
while. The 1-meg Agnes had 
to be installed in this machine 
to let them address the higher- 
density memories. Since then, 
however, 2S6K chips have be- 
come cheap again and produc- 
tion has been switched back to 
the original design. 

A3500 tower 
power 

• There always has to be 
another one in the works, and 
this one is the 3500. „ This is 
for really rich power users, 
and is a tower arrangement 
that you stand unobtrusively 
under the desk. Probably wait- 



ing to be fitted with a 68040 
CPU, rather than the A3000's 
standard 68030, it is also said 
to have more slots available 
for peripheral cards. Indeed, 
under way now, with no 
shipping date available - a 
68040 card that can be used 
with the A3000 when the chip 
becomes available. It'll move 
along at 50 MHz, which 
means about double the speed 
of the 68030 and almost in- 
comparable with the 68000 
which you're probably using 
right now (!), 

SOME GOSSIP 

The indusfry 
figures 

• It seems that the overall 
crtertainmcnt software mar- 
ket in the US fell by 12% in 
1989, though Amiga software 
sales grew more than IBM - all 
others fell. Amiga is now No. 
2 in size in entertainment soft- 
ware over there. Here in Oz 
and in Europe., Amiga is #1, of 
course. Electronic Arts in Aus- 
tralia tell us that the battle is 
on between the Amiga and 
IBM for most sales of their 
software - about 10% left over 
is thrown to such machines as 
the Mac and Atari. 

Dpaint creator 

• Dan Silva, the talented 
creator of Deluxe Paint, a pro- 
gram that probably saved the 
Amiga's bacon in the very ear- 
ly days, has resigned Electron- 
ic Arts to go freelance, which I 
guess means that he will no 
longer be the one who'll work 
on D Paint, As he was the driv- 
ing force behind the D Paint III 
upgrade, and as the next thing 
the program needs is HAM 
(hold and modify) capability, 
it'll be interesting to see how 



Electronic Arts handles the sit- 
uation. 

1 -yearguorantee 
in the US 

• This seems to be a good 
move by Commodore US - 
any Amigas bought this year 
should have a 1-yoar rather 
than a 3-month guarantee, a 
distinct improvement. Per- 
haps Commodore OZ will fol- 
low suit ... 

INTERESTING 
SOFTWARE 

Dynacadd - new 
caddpackoge 

• A press release arrived 
by post recently, very well 
presented and described. Di- 
tek International's Dyna- 
CADD is described as "a 2D & 
TRUE 3D general purpose 
Computer Aided Design & 
Drafting software solution for 
electrical, mechanical, archi- 
tectural and civil applica- 
tions". Already available on 
MS-DOS systems, it will be 
available for the Amiga in July 
1990. Other features: 

• sends all or any part of any 
drawing to all popular plot- 
ters, printers, postscript print- 
ers, etc. 

• full text functions, includ- 
ing u.se of Compugraphic 
fonts; contains a full Font Edi- 
tor and MAKEPLOT program. 

• context-sensitive online 
help 

• will also be offered under 
UNIX. 

Screen shots look excel- 
lent, with a wide variety of 
tools and capabilities. Price 
will be US$995. 

No Errors - 
mappingout 
errors on hard 
disks 

• This is a local program 
by local programmer Nic Wil- 
son, responsible for so many 
useful programs - it will scan 
a hard disk, find any question- 
able sectors, and map them 
out to a harmless place on the 



disk, AH this is automatic, fast 
and painless. I've seen an 
American program that does 
less than this program for 
much more cost. Only costs 
$25, and more info from: Nic 
Wilson Software: Tel: (076) 
358522(B.H.) 

Quota - 
Australian 
job-quoting 
software 

• Written by Robert 
Glucz, this is the program that 
won the "Your Computer" 
Competition for the best Ami- 
ga software, set up by Com- 
modore. 

It looks like a very useful 
program for quoting for all 
kinds of professional jobs - 
good interface, useful reports, 
etc. Robert I'm sure would 
also customise it to suit a par- 
ticular business, if you made it 
worth his while. More info 
from him at 7 Winnifred Cres, 
Knoxfield, Vic, 3180. 

WE editor for 
visually impaired 
users 

• Haven't seen it, but it 
sounds like a good idea - it's a 
line-oriented editor that 
"speaks" the text when asked, 
rather than showing it. In- 
cludes normal block opera- 
tions, search /replace, and 
spelling checker. The X com- 
mand can be used to execute 
other programs (such as CLI 
programs, like DIR, LIST, etc) 
while running WE and the 
output can be heard. 

Writing your own 
gomes 

• AMOS, the new Basic- 
like fully iconised program- 
ming language for the Amiga 
is probably the best bet for 
writing your own games, 
though it can go a lot further 
and handle just about any 
programming. This is distrib- 
uted in Australia by Pactron- 
ics (02) 748 4700. 

Available from Accolade is 
Shoot 'Em Up Construction Kit 
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for US$19.95. Only needs 512k 
and a single drive. Get more 
info from: Tel: 408 2968400 
(USA) 

And as well, there is 'Tail- 
spin" from MicroDeal, though 
no details are known - if you 
find out, please let us know. 
Tel: 313 3345700 (USA) 

The reaper copier 
program / 
Software from Hell 

• Floated in on the fax tide 
- from Conceptually Ad- 
vanced Technologies, a copier 
with public domain text pa- 
rameter files, meaning you 
don't have to pay to get the 
next release of parameter files. 
Cost USS49.95. 

Perhaps more useful, and 
from the same group, is their 
suite of programming rou- 
tines, libraries, and utilities 
called "Software from Hell" 
(yeah, 1 wonder too . . .). All 
source code is included, librar- 
ies provided in Manx format. 
Cost: tJS$69.95 More info from: 
PO Box 3302, Santa Monica, CA 
90403. Tel :(213)452I 732. 

Autoscript - 
Postscript to 
Amigaanimation 
conversion 

• Sounds interesting, since 
it allows you to import Profes- 
sional Draw (and Mac and IBM 
structured graphics) Postscript 
files into Sculpt 4D and Turbo 
Silver. It means, I guess, that 
you can use these other pro- 
grams as 3D object editors for 
your animation program; and 
you also get access to Post- 
script clip art from various 
machines. Needs 1 meg of 
ram, and I've seen it adver- 
tised by US mail order compa- 
nies. 

Quarterback 4.0 

• I've had this for a few 
weeks now and it is more use- 
ful and reliable than ever. I've 
used it several times without a 
hitch - it is faster, and pro- 
vides more information on 
screen, including available 



hard disk volumes, graphical 
display of progress on each 
disk drive. Print Catalog op- 
tion in menu, restore full sub- 
directory option improved, 
and more. If you've got a hard 
disk, use it. Central Coast Soft- 
ware, 424 Vista Avenue, Gold- 
en, CO 80401 USA Tel: (303) 
5261030. 

INTERESTING 
HARDWARE 

Quatromegs - 
4-meg card for 
A500 from MAST 

• Yet another in a long 
line of compact quality hard- 
ware from this Australian 
company. Since we haven't 
got one to review as yet, I'll 
have to quote from the press 
release: it goes into the A501 
slot underneath the computer, 
and has a daughter board that 
goes into the Gary chip socket. 
It lets you add up to 4.5meg, 
increased in increments of 
512K, using 256x4 DRAM 
(DIP) chips in sockets. Fully 
compatible with both Agnes 
chips, and has a clock and cal- 
endar. Prices: S589 with 2 MB 
installed S869 with 4 MB in- 
stalled. More info from; MAST 
P/L, 19-21 Buckland St, 
Broadway Sydney 2007, Tel: 
(02)2817411. 

Amiga Video 
Terminal (AVT) 

• This hard ware /soft ware 
combo lets your machine send 
and receive high-res colour 
and b/w pictures, a la dedi- 
cated slow-scan and radio fac- 
simile machines, but appar- 
ently even better. The idea is 
that pics are sent as audio 
tones, unlike modem traffic 
which is based on a digital 
technique (not sure of the ex- 
act differences! but it's basical- 
ly analog v. digital). This 
product should give a whole 
new dimension to the term 
"HAM operator". You can 
also get weather map> ai\A 
wire-service news photos as 
images up to 1024 x 1200 if 
you've got the memory. Cost 




Shop 9-15 Bungan St 
(entrance Akuna Lane) 
Mona Vale NSW 2103 



Phone: 99 4441 



AMIGA 500 - AMIGA 2000 
COMMODORE COLT - PC 10 

SOFTWARE - HARDWARE 
COMPUTER ACCESSORIES 

AMIGA VIDEO TUTORIAL FOR BEGINNERS 

FEEL AT HOME WITH YOUR NEW AMIGA 

COST $29.95 

HINTS & TIPS 

LEARN HOW TO BACK-UP 

COPY - FORMAT DISKS - SAVE - LOAD 



MAIL ORDER FORM 
BANKCARD/MASTERCARD/CHEQUE/POSTALORDER 



NAME: 

ADDRESS: 

PHONE: PC: 

PAY BY CHEQUE: B/C: 

P/ORDER: 

CARD NO: 

EXPIRY DATE: 

SIGNATURE: 



M/C:, 



DATE: 



COMPUTER PRODUCTS 

IBM EMULATOR FOR A500 

External Slimline disk drives, with switch, 12mths 
warranty, for Amiga SI 99. 

MemofY Boards in stock from $180. 

Starcursor {oysticl<s $54.00. 

All Pactronlcs and ECP products available. New Abacus 
Amiga manuals in stock. 

Quality Computer and printer accessories. 

Latest Amiga Magazines, Australian Commodore and 
Amiga Review, other overseas publications and 
software available. 

Bi-monthly Amiga workshops. Next meetings on Sunday 
7/10/90. Ring for details, 

Mai! and Phone orders welcome 

WHITE'S COMPUTERS 

"Service is our motto" 
(02) 634 6636 

37 Daphne Ave. Castle Hill 2154. 
Bankcard/Mastercard/Visa Welcome 
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is USS349.95 and more info 
from: Advanced Electronics 
Applications Inc. P O Box 
C2160 Lynn wood WA 98036. 
TEL: 206 7757373. 

Fast Fax 
Amiga-style 

• MichTron has devel- 
oped this box for all Amigas 
along with the necessary soft- 
ware. You can store incoming 
faxes to wherever you want on 
your system, or print them 
straight out. Due to the won- 
derful facility of multi -tasking, 
you can have your Fast Fax 
ready to receive at any time. 
Sending of course is limited to 
machine-readable data, so you 
can't fax a page, a drawback 
but not crippHng, depending 
what you'd use the fax for. 
Cost is USS549.95 and more 
info from: MichTron 3285 Lap- 
eer Rd. W., Auburn Hills, MI 
48075, USA. Tel; 313 3778998. 

16 million colours 
- Black Belt 
Systems 

• This company has pro- 
duced a gadget that plugs into 
your RGB port and monitor, 
works with any Amiga and 
current monitor and gives 3 
new modes: 

1. 256-gray-scale mode - 
256 colours from a palette of 
256. 

2. 256-colour Mode - 256 
colours from a palette of 16 
million. 

3. HAM-E extended HAM 
mode - 16 million colours 
from palette of 256,144. 

Current manufacturers of 
graphics software have been 
contacted to make a couple of 
minimal changes to software 
to handle the new modes. 
Should be available very .soon, 

IBM board for A500 

• The Power PC Board fits 
into the expansion slot under 
the A500 and doubles as a PC 
and a ram expansion card. As 
a PC, it will run MS-DOS soft- 
ware from internal or external 
3.5" or 5.25" drives, will sup- 
port Hercules /CG A & mono- 



chrome video displays, and 
software includes Microsoft 
4.01, MS Dos Shell, GW Basic 
and CrossDos for the Amiga. 
Hardware looks good too, and 
is said to run faster than the 
bridgeboard - and it'll use the 
serial, parallel, mouse and joy- 
stick ports. We have received 
details on this product from 
numerous local distributors, 

Migraph Kiand 
scanner 

• The Migraph hand scan- 
ner is now available in Austra- 
lia. It has: 

• three dither settings for 
scanning photographs & set- 
ting for scanning line art 

• Adjustable contrast for 
working with light or dark im- 
ages 

• interface to install in par- 
allel port 

Scans up to 400 d.p.i., has 
a 4 inch wide scanning win- 
dow, and needs 1 meg of ram 
to run. With it comes "Touch- 
up", a high-res monochrome 
image editor, allows user to 
both scan and edit images. 
Also allows importation of 
files from Mac/IBM/Atari. 

AMAX Mac 
emulator 2.0 
coming 

• Said to be coming soon, 
with support for various hard 
disk drive setups, latest Apple 
system software (will FINDER 
7.0, the would-be multi- 
tasking version of the operat- 
ing system, ever be released?). 



and more support for sound 
capability. 

Meanwhile, "Disk Manag- 
er Mac" for the TrumpCard 
lets you put a Mac partition 
on your Amiga hard disk. 
Without going into the details, 
it costs LJS$1 19.95, and 1 sug- 
gest you get in touch with: 
IVS (Interactive Video Sys- 
tems), 11612 Knott Avenue, 
Suite 13, Garden Grove, CA 
92641. Tel: 714 8907040. 

Touchscreen 
system 

• MicroTouch Systems, 
Inc, claims to have developed 
the first fully integrated touch- 
screen system for the Amiga - 
consists of their MicroTouch 
Screen (with high resolution 
of 1024 X 1024 touch points), 
driver software (allows all 
mouse-driven software to 
work with touch input, and is 
the first to emulate a 2-button 
mouse) and optional monitor. 
TouchDrivcr Site licence costs 
US$395, and the full caboodle 
is in the vicinity of US$350. 
More info from: 55 jfonspin 
Road, Wilmington, MA 01887, 
USA Tel: (508) 6949900. 

Fusion -Forty - yet 
another 68040 
accelerator 

• A card for the A2000 
running at 25MHz with built- 
in Maths coprocessor and 
MMU (memory management 
unit, necessary for UNIX) and 
many other Mips and Rops, 
buiit by RCS Management 



NOW available at leading 
Computer Outlets 

COCKROACH SOFTWARE 



TURBO ROM 
CARTRIDGE 

GRAPHICS 
UTILITY 



$39.95 R. Retail 



$59.95 R. Retail 



Dealer Enquiries to; 
MULTICION AMUSEMENTS PTY LTD 

ph: 075 37 5711 Fax: 075 37 3743 



(who dat?) in Canada, home 
of many good Amiga prod- 
ucts. No price given, could it 
be vapourware? More info 
from: 2075 University Street, 
Suite 1712, Montreal, QC, 
Canada H3A 2L1 TEL: 514 2 

INTERESTING 
PUBLICATIONS 

Ready Robot Club 
disk mag - for 
kids 

• To be released this 
month in the US, it's for pri- 
mary school kids, and will try 
to be both educational and fun 
- experiments, stories, songs, 
riddles and so on. Kids will be 
encouraged to contribute and 
will be rewarded with certifi- 
cates, etc. All depends on the 
execution, I guess - and it's al- 
ways hard for adults to devise 
a product that kids will like. 
Info from: Signs, Etc. by 
D.Knox, P O Box 628, Carmi- 
chael, CA 95609. Tel: (916) 944 
4282. 

Computel'sTurn & 
Burn F- 16 book 

• Yes, a 248-page book de- 
voted to Spectrum Holobyte's 
F-16 jet fighter simulation. 
There are hints for flying, air- 
craft info, differences to the 
real Falcon, a flying tutorial 
and explanations of the origi- 
nal 12 Falcon missions. Info: 
Compute! Publications, One 
Chilton Way, Radnor, PA 
19809. Tel: 800 3451214. 

Fractal video 

• A group called Art Ma- 
trix has released a 2-hour vid- 
eo called "Mandelbrot Sets 
and Julia Sets", and it's said to 
be a visual feast. There is ex- 
tensive documentation availa- 
ble separately explaining the 
concepts of fractals. Check 
also the various Fractal/ 
Mandelbrot programs availa- 
ble in our PD Collection. You 
can get a flyer and a free post- 
card by writing to: Art Matrix, 
P O 880-AP, Ithaca, NY 14^1. 
Tel: 607 2770959. □ 
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Amiga 2000 rev 6.2 


$1995 


1 084S colour stereo monitor 


$449 


40mb hard drive kit for 




Amiga 2000 


$899 


XT Bridge Board 


$749 


AT Bridge Board 


$1349 


2010 internal 3.5 incfi drive 


$199 


CA-880 external 3.5 inch drive 


$179 


A501 RAM expansion 


$199 


PRINTERS 
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LC 10 II 9 Pin $399 

NX - 1 000 COLOUR 9-PIN $499 

NX 15 (2 ONLY) 9-PIN 15" $549 

NEW CITIZEN PRINTERS AT BUSI-SOFT 

GSX-200 9-PIN COLOUR-213cps -$499 
GSX-140 24-PlN COLOUR-192cps-$799 

2 year warranty 




Amiga Software 




Professional Page 1 .3 


$399 


Pen Pal 


$199 


Page Stream 


$199 


Prowrite 3 


$199 


Videoscape 3D version 2 


$199 


Atalk III 


$79 


DigiviewGold4 


$269 


Deluxe Paint 3 


$239 


Deluxe Videos 


$165 


Digi Paint 3 


$129 


Superbase Personal 


$79 


Superbase Personal 2 


$139 


Superbase Professional 3 


$299 


Phasar version 4 


$99 


Maxiplan Plus 


$199 


Superplan 


$199 



Commodore 64 Accessories 

MPS1230 $349 

1541-11 disk drive $299 



IBM and Amiga 

full colour scanners 

A6, A4, A3 

available 

Call for Pricing 




Busi-Soft Computers 

BOX HILL 618 station St PH: (03) 890 8900 

Frankston 20-22 Young St PH: (03) 770 1717 

orders only (008) 032 085 FAX: (03) 783 7024 



LETTERS 



TO THE EDITOR 



C64 Freeze Cartridge 

Tips 

• With all these "Freeze" car- 
tridges that are available now for 
the C64, it seems a good time to list 
some of those "obscure" abilities 
that nobody seems to have noticed. 
While the "Freeze" function is ex- 
cellent in its most basic use, simply 
"backing up" a program, it can be 
applied in other ways. 

Maybe most importantly, it can 
save you money. If you're a big 
games buyer, the cartridge will 
eventually pay for itself. Buying 
tape versions of games can work 
out five to ten dollars cheaper. If the 
game is not a multiload then the op- 
tion is open to you. You simply 
load the game on tape once and 
then dump it on a blank disk. With 
the right cartridge, it'll reload in six 
to nine seconds, 

I'm not really sure of the legali- 
ties of doing this. Personally 1 don't 
have a problem with it. You arc still 
buying the software itself, and the 
producers and suppliers are getting 
their money, you're just not paying 
for the expensive medium. 

What about the multiload ers? 
You'll still have to buy them on 
disk but you can still use the 
"Freeze" function on them too, to a 
different end. Well, most of them 
anyway. Let's say you own a game 
like US Gold's Gauntlet. Now 
there's a game where the results are 
very noticeable. While loading, it 
loads up three different hi res 
screens and credits, making enough 
noise hacking about your disk for a 
construction site. And since most 
people would pick the same charac- 
ters to use, the selection screen 
could be skipped also. All you have 
to do is "freeze" the game after all 
the intro, before it loads the first 
dungeon, and save it out. When re- 
loading, you'll still have to switch 
disks again back to the original but 
you'll be playing the game in less 



than thirty seconds after you turned 
on the system. 

What else can you do with it? 
What about those long games that 
don't have a save option? You can 
freeze the whole game and reload it 
from the point you left off. It's like 
opening a walnut with a sledge- 
hammer but it still works. Or may- 
be you're an ace shootem up player 
and anything lower than level 
twelve on your "Blastem all to bits" 
game is just monotonous. "Freeze" 
it on level twelve. Even when you 
die you could probably reset and 
reload it back again to level twelve 
in less than half a minute. 

Another function of these car- 
tridges is the sprite editing facilities. 
While it's thought of as a toy-like 
utility, turning the enemy into fish 
or something, it can be as much a 
cheatmodc as the "Infirute Lives" 
function they have, even when it 
does occasionally work. The "Disa- 
ble Sprite Collision" function can 
make a game impossible but selec- 
tively blanking certain sprites can 
make a game a whole lot easier. 
Taking out the enemy's bullets is a 
good example. 

So there it is, four alternate uses 
for your "Freeze" cartridge. And 
which one do I recomend? Most can 
be used for these things but maybe 
the "Expert" is too limited: A 
couple times I've wanted to save a 
game at a certain point but didn't 
have the foresight to load the 
"freeze" module into the cartridge. 
I can recommend the latest version 
of "Action Replay". 

Grant Testor 
NorandaWA 

Why not a Video 
Magazine? 

• I am a relative newcomer to 
the world of computers, and only 
found ACAR by accident about 
three months ago. 1 can guarantee 
that 1 won't be missing any futijre 
issues. Basically your magazine is 



just the best there is. 

The following idea may already 
have been suggested, but how 
about making this year's Annual a 
video magazine. All that incredible 
software and hardware reviewed 
each month could be put to some 
constructive use. Video reviews of 
the year's best software, in each cat- 
egory, in action before your eyes - 
better than demo disks. Speaking of 
demo's, it would be great to see 
some desk top video demo's too. 

1 am about to upgrade to an 
Amiga and my main areas of inter- 
est are animation, graphics, music, 
digitising - visual and audio - basi- 
cally everything that the Amiga 
does best. Would it be better for mc, 
as a beginner to buy an A 500 and 
upgrade to full 9 megs of memory 
and hard drive gradually as limita- 
tions are discovered or to go com- 
pletely into hock now and get an- 
A2S0O with 40 meg hard drive and 
3 meg extra ram deal? 

Although the former sounds 
more sensible, it may be more cost 
effective to buy the latter as 1 am 
not fully aware of all the available 
upgrade equipment and the end 
cost. 

D oug Mu rray 
South Yarra, Victoria 

Ed: What a fad idea. 1 recommend 
you jump on one of the new A2500's 
with a 6S030 and 2mb - otherwise start 
with a plain 2000 and build up. 

More praise 

• I would like to congratulate 
you on a truly superb magazine. I 
have been reading ACAR on and off 
for about four years now and more 
regularly since January this year. In 
the next few weeks I will be buying 
an Amiga 2000 and take particular 
interest in your software reviews 
and Adventurer's Realm as well as 
the entire magazine in general. 

A Cooper 
Picnic Point, NSW 
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Why settle for an A2500 when you can have A3000 performance todayl 
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The Clear Choice for 68030 Acceleration 



' Choose the IMPACT" ASOOi Upgrade 
Kit from GVP to put the speed and 
power of leading-edge technology 
into four Amiga'". 

Enhance your productivity and create 
more powerful results when you 
choose these key features: 

• Factorj' installed 68030 CPU running 
at 28 MHz. 

• Factory installed 68882 Floating Point 
Processor running at 28 Mhz. 

• 4 or 8MB of 32-bit wide High 
Performance 80ns NIBBLE MODE 
DRAM; allows full support and 
advantage to be taken of the 68030's 
BURST Mode, 

• Built-in AutoboQting High 
Performance Hard Disk Controller 
with data transfer rates well over 
700KB/sec. 

• Quantum 40MB or 80MB hard disk 
drive with an average read access time 
of llms 1 19ms on write) and 64KB 
read-ahead cache. If you already own a 
hard disk, this item can be optional. 

• Asynchronous design allowing the 
68030 to run ASYNCRONOUS to the 
rest of the A200D 
improving GENLOCK 
compatibility. 

• ZERO SLOT SOLUTION! 
With the A3001 Configura- 
tion along with the 
bundled 40Q or 80Q Hard 
Disk Drive ALL A2000 
EXPANSION SLOTS ARE 
LEFT FREE FOR FUTURE 
UNLIMITED 
EXPANSION! , 







U)) to 8MB of 32'Bit 

Wide ORAM 

Hafd Disk Drnre 

Interface 

AutolNOtEPRaMS 

for Hard Disk 

OmJOital 68030 Boot 

EraOMS([HIIX'%etG.} 

4fiM8 or BOMB Hard 

Disk Drive 

32-8it 6803Q Bus 

Interface 

68030 CPU 

wtfl)28MlizOsctllatiir 

FPU 

•at28Mliz 





you com|}are, ttie choice 
GVP is unbeatable for price ani 



COMPARE: 



28Mhz Standard 



33Mhz Available 



Upgradable to 8MB 
32-Bii Memory 



Hard Disk Conlroller 
Bultt-ln on Accelerator Board 



Wrtti Haid Disk Installed 
All Fne Amiga Expansion 
Slots Lett Free 




GVP 
IMPACT 
A3001 



s clear, 
lice. 

CBM 
A2630ar 
A2500/30 
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En fertainment 



AMOS - The Creator 

Power to the programmer 

by Andrew Farrell 



Imagine the power to design BASIC 
programs which run more like assembly 
language. Imagine smooth scrolling 
screens, dozens of sprites and BOBs, mu- 
sic and complex collision detection all 
handled by one high-level language. 
AMOS promises to deliver all these fea- 
tures, and many more. 

AMOS may well turn the Amiga into 
the BASIC programmer's haven the Com- 
modore 64 was. At the moment, few 
Amiga owners actually program their 
machine. The included Basic language, 
whilst reasonably powerful for text win- 
dow based applicadons, lacks the power 
and low-level access to the really interest- 
ing graphics capabilities of the machine. 

AMOS was designed and pro- 
grammed by Francois Lionet. STOS BA- 
SIC for the Atari ST was written by the 
same man - it went on to reach number 
one in the ST Gallup games charts! 

Apart from being a super-enhanced 
BASIC programming language, AMOS 
also offers powerful commands to handle 
features you would normally only find in 
an arcade game. 

What you get 

AMOS is easy to spot on the shelf of 
your local Commodore dealer - the 
glossy blue box says it all. Inside you'll 
find a 293 page manual, the AMOS pro- 
gram and data disk, information about 
the local AMOS user club, a handy index 
and reference guide, and a page of vari- 
ous and assorted notices. 

According to Pactronics, the club is 
for real, and wc can look forward to sup- 
port in the way of tips, hints, PD- 
Examplcs and a PD-Runtimc Module 
which allows AMOS programs to run 
without AMOS. All this should be here in 
a mere matter of weeks. If all goes well, 
Australian Commodore and Amign Review 
will be running a regular column on 
AMOS real soon now. 

So, when you buy AMOS, you get 
more than just a manual full of strange 
commands - you also get support in vari- 
ous forms, AMOS looks set to be the new 
Amiga programming standard - apart 
from C of course! 

Documentation 

Inside the AMOS manual you will 



find some heartfelt words from the au- 
thor, a tutorial on getting started, a guide 
to the' Editor followed by a subject by 
subject reference section. Graphics, Text 
and Windows, Maths, Screens, Hardware 
and Software Sprites, AMAL - AMOS's 
animation extensions. Menus, Music and 
Sounds and Disk Access are the main 
headings. There's al.so information on 
low-level machine access. Old-time 
C64crs will be happy to see PEEK and 
POKE arc back in style, with the addition 
DEEK, DOKE, LEEK and LOKE. 



mands are changed to upper and lower 
case, whilst variables and procedure 
names are changed to upper case. This 
makes spotting typo's early in the piece 
much easier. Your program may be struc- 
tured with labels, line numbers or proce- 
dures. 

Scrolling around a listing is accom- 
plished using scroll-bars or the usual dia- 
mond cursor pad. With the CTRL key 
you can jump whole pages at a time. Sev- 
eral programs can be in the TEXT RAM 
area at one time - with full editing, in- 



l spent the first two hours skimming eluding cut and paste, between each pro- 



the manual, reading about those com- 
mands which caught my eye. AMOS 
seems to have something for everyone. 
The manual is well ■written, and well 
bound. I strongly recommend you skim 
the entire book first as 1 did, and then fol- 
low the tutorial. As you need to write 
code for a particular task, refer back to 



gram. This is also handy for keeping of- 
ten used routines in memory for speedy 
placement into new programs. A separ- 
ate DIRECT mode window enables com- 
mands to be executed immediately. The 
ESC key toggles between windows. 

Up to 20 keyboard macros may be de- 
fined for commonly used keywords or 



the documentation as required. Some of expressions. You can also create accesso- 
the demonstration programs on the data ries which run on the current program 
disk are worth chocking out - even if it's screen. A whole host of additional edit- 
just to examine the code and see how it ing keys enable complete word process- 
was done. The demonstration disk I saw ing-like editing, and movement about 
on the Pactronics stand at the World Con- text. 



ference on Computers in Education con- 
tained far better examples of what was 
possible with graphics and animation. 

AMOS Editor 



More than BASIC 

All the usual BASIC commands are 
supported, including memory variables 
and string functions you might only ex- 
Editing your program code is a rea- pect in a database product. For example 



sonably pleasant activity. The only unu- 
sual feature is the Atari-ST type menus 
which activate as you move over them. 
Once you get used to the idea, they work 
quite well. 

At the top of the edit screen is a menu 
window containing a Ust of the currently 
available commands. Using the mouse 
and the left button you can quickly exe- 
cute a choice - or for even faster results 
use one of the keyboard equivalents. Af- 
ter a little practice, the interface really 
grows on you. 

A constant reading of available EDIT, 
CHIP, and FAST RAM is displayed - 
512K users will find this important. The 
editor has both insert and overwrite 
modes - something many others sadly 
lack. 



arrays may be sorted, or searched using a 
single commands. Strings can be located 
within strings, made upper, lower, or 
upper and lower case, or flipped all with 
one function. 

Random Access and Sequential disk 
files arc supported, AMOS would be 
ideal for creating custom database appli- 
cations. The menu commands arc espe- 
cially good. Creating screen gadgets is 
very easy. Many of the facilities are so 
powerful, what would normally take sev- 
eral lines happens in one or two. 

Various extended structures are sup- 
ported such as DO... LOOPs, PROCE- 
DURES, IF... THEN... ELSE, IF... ELSE... 
ENDIF, EVERY n GOSUB and EVERY n 
PROCEDURE. Other commands include 
WHILE... WEND, REPEAT... UNTIL, and 



As commands are entered, they are EXIT IF, Printer support includes LLIST 
converted to AMOS tokens. AMOS com- to print a program, LPRINT to output 
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variables and LDIR to list a directory. 
There's plenty of disk support available, 
with file checking and testing and a full 
file requestor available for use from with 
an AMOS program. 

Graphics 

When it comes to bells and whistles, 
AMOS really gets going. Commands are 
included to work in any graphics mode, 
including HAM, to create various 
shapes, work with extra large images, 
BOBS and SPRITES, If it all sounds like 
Greek, don't worry, the commands them- 
selves are surprisingly easy to get results 
from. 

Polygons, points, boxes, lines, circles 
or ellipses are supported. There are 34 
standard fill patterns for solid shapes 
and these may be edited at will. Different 
line styles arc supported. Drawing can 
be restricted to a certain screen area - 
ideal for simulations where a mask of the 
cockpit of a plane or car sits over the 
screen area. Drawing speed is exception- 
ally fast. 

Screens of any resolution, in any of 
the various numbers of colour bit-planes 
available, can be opened. Screens larger 
than that which may be displayed may 
also be used for large scrolling land- 
scapes, A very powerful scene editor al- 
lows even larger landscapes to be de- 
signed from basic building blocks - a 
method often used in commercial pro- 
grams, EHB mode and HAM are catered 
for too. Using SCREEN OFTSET, scroll- 
ing around large screens is very simple. 

Once you have a screen defined the 
contents may be saved, or an IFF picture 
LOADed into it. Bouncing screen effects 
can be produced using the SCREEN DIS- 
PLAY command. Dual play field is sup- 
ported - a mode whereby two screens are 
allowed to sit on top of each other. You 
can use this abihty to create smooth 
scrolling parallax landscapes hke those 
found in Silkworm, 

Portions of a screen may be copied to 
another screen or the same screen using 
SCREEN COPY. The speed of this opera- 
tion is lightning fast. 

Using DEF SCROLL an area of the 
screen may defined which scrolls. Using 
screen switching this process can be 
smoothed out. Full double buffering is 
handled, and SCREEN SWAP lets you 
keep track of where the drawing is tak- 
ing place. Using the VBL command, you 
can ensure program flow does not con- 
tinue until the screen has been updated 
during the Vertical Blanking period. This 
happens when the raster which draws 



the screen display flys back up to the top 
of the screen to start again. AMOS uses 
this time to make any changes to the 
screen. What all this means is that 
smooth animation is possible even within 
what is only a BASIC program! 

Full access to the COPPER list is 
available. You can set up your own cus- 
tom list and move it into position. 

Sprites and BOBS 

Although Amiga hardware hmits the 
number of sprites and size of each sprite, 
AMOS overcomes this by changing sprite 
settings on the fly - a technique usually 
only available to machine code program- 
mers. Instead of being limited to sprites 
16 X 255 you can go as large as 128 x 255, 
which is a far more useful size. 

Sprites are loaded in as data from a 
sprite editor. That way, it's easy to create 
fancy sprites without reverting to adding 
up binary numbers. Sprites are ideal for 
those elements of a game which need to 
move quickly, independently of the main 
screen display - the mouse pointer is a 
good example, as arc bullets in a game. 

Larger slower moving objects can be 
achieved using BOBS which are like 
Sprites, only they are generated by the 
BLITTER chip - these can move around 
memory very quickly, writing up to 
1,000,000 pixels to the screen at one time. 

Full col h si on detection between 
sprites and BOBS is available. Zone de- 
tection is also available to see if a BOB or 
SPRITE has entered a particular defined 
ZONE on the screen. 

AMAL - animation in 
interrupts 

Keeping all these elements moving 
can be tough using standard commands, 
and the slow speed of BASIC. There sim- 
ply isn't time for BASIC to handle all the 
objects you need in a game at one time, 
and keep the movement smooth and syn- 
chronised. However AMAL (AMOS Ani- 
mation Language) is interrupt driven and 
animates your objects for you with com- 
mands such as MOVE, PLAY and ANIM, 
AMAL programs happen in the back- 
ground, many times per second, and are 
stored and run in a more efficient form 
than normal AMOS code. 

Some of these commands are amaz- 
ingly powerful. Mouse movement may 
be used to set the attack path for your ali- 
en hordes, AMAL animations may be 
controlled from AMOS using AMPLAY - 
which sets the tempo, direction and start 
or end points of an animation. 




Text and windows 

A dozen different commands provide 
control over text positioning and place- 
ment. Standard Amiga fonts may be 
used. Text may be very easily placed 
complete with a gadget ready for mouse 
selection using the ZONE command. 
Gadgets may have any of sixteen differ- 
ent borders. The following command 
would display the text with border, with 
a zone ready for mouse detection: 

PrimDorderS(Zone$C'ClickHere",l),2) 

Text may also be scrolled vertically or 
horizontally. Windows with different 
fonts, titles and optional slider can be 
opened and moved around. Fonts from 
disk, ROM or those in the current 
FON TS:directorymaybeaccessed. 

Conclusion 

AMOS has so many more features 
which space simply does not allow us 
room to discuss. I haven't touched on 
music - which includes support for 
Soundjracker modules and Sonix tunes. 
There are many powerful math functions, 
and assorted commands for accessing 
low level Amiga functions, displaying 
background screens and much more. 

There is no doubt the package may 
well become the de facto standard for 
Amiga programming. I certainly hope 
this happens - watch for a regular col- 
umn starting next month. 

Distributed by Pactronics, (02)7484700 
RRP SI 35.00 
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ONLY COMMODORE AMIGA 
MAKES ALL THIS POSSIBLE. 



When you first see a commodore Amiga 
vou'll be amazed at how much it can do. 
After vouve seen its capabilities you wont 
be surprised that over a million commodore 
Amigas have been sold worldwide. 

That's because Commodore Amiga is 
tlie world's most advanced home and small 
business computer It is also the leader in 
specialised applications such as Desktop 
Publishing, video graphic design and music. 

It talks, animates, educates. Whether you're 
nine or ninety student or teacher, commodore 
Amiga has the software to aid learning. As well 
as these applications, it offers a wealth of enter- 



tainment with the latest hi-tech video games. 

The potential of the commodore Amiga 
doesn't stop there, commodore Amiga has 
thousands of software packages available as 
well as a huge range of supporting magazines. 

The commodore Amiga 500 and 2000 
make so much possible you're limited only 
by your imagination. 

For further information and your nearest 
Commodore dealer phone (008)023235. 
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A trip into the 
fascinating world of modems 



MODEMS ARE A lot of fun, but like 
just about anything to do with comput- 
ers, finding information about them, or 
how to use them if you're a beginner, is 
hkc looking for the proverbial needle in a 
haystack. 

I have now overcome a lot of the diffi- 
culties 1 was experiencing while trying to 
learn about modeming and hope to clear 
up a few of the mysteries for other begin- 
ners in this article. 

Having just laid out $420.00+ for one 
Maestro 23<R modem, supporting all 
baud rates, and cable, I was keen to get it 
home and try it out. Tearing the box open 
and getting white foam packing over the 
whole kitchen table, t took my new toy 
out and proceeded to examine it careful- 
ly. Satisfied that everything looked in or- 
der, 1 tossed the instruction manual (first 
mistake) to one side and proceeded to 
hook it up to my Amiga. Serial cable in 
serial port: check! Telephone cable in 
socket: check! Access (a PD Comms pack- 
age) in drive DfO:, click on Icon and away 
we go. 

The computer shop where I bought 
my Maestro gave me the Public Domain 
communications program Access and as- 
sured me that everything was configured 
for my modem and set up ready to go. 
How wrong that turned out to be - but 
that's another story. My first problem 
was with the way the modem was diall- 
ing. 

There are two ways a modem can dial 
in Australia, one is the standard "Pulse" 
dialling which can easily be recognised 
by the distinctive clicks one can hear after 
each number is dialled. The other is 
called "Tone" dialling, which has the ad- 
vantage of speed and can be recognised 
by hearing beeps and bops as opposed to 
clicks in the receiver after dialling. 

Access was set up to tone dial my mo- 
dem, but the problem was that the tele- 
phone exchange my phone was hooked 
up to was not using the tone dialling 
function on my phone. The end result 
was hours of trying to phone Bulletin 
Boards and getting what sounded to me 
like a busy signal. 1 finally realised when 
I failed to get through to Viatel after an 
hour of trying. (Figured it was impossible 
for ALL their lines to be busy that long.) 



by Andrew Leniart 

So the first lesson was learnt. For 
those that may not know, the way to get 
your modem to dial on screen is to use 
one of the following commands. For 
pulse dialling, ATDPxxx where the x's 
represent the number of the BBS that you 
wish to ring. O, ATDTxxx for tone diall- 
ing. 

The key letters here arc "DP" and 
"DT". The letters AT precede all com- 
mands which are to be issued to the mo- 
dem, D stands for Dial while P and T rep- 
resent pulse or tone dialling respectively. 
If you arc unsure whether or not your 
phone supports tone dialling, just ring 
your local telephone exchange and ask. 
For the first time though, it is probably 
best to stick to pulse dialling as you can 
be sure that will work. 

Bulletin boards 

Having crossed that hurdle, I was fi- 
nally able to get through to a , Club Ami- 
ga in Melton, Victoria was the first BBS 1 
managed to log onto, I was greeted with 
a Welcome screen which asked me to 
type in my name, I followed the instruc- 
tion and was told that my name was not 
located and asked to confirm that 1 en- 
tered my name correctly. Having done 
this, I then had to go through the formali- 
ties of entering name, address etc as well 
as a couple of other questions, after 
which I was given 15 minutes to look 
over the board. 

This is the norm with most bulletin 
boards. To get longer access time, you 
must first wait until the SysOp (System 
Operator) looks over your membership 
appHcation and adjusts your access level 
accordingly. The next couple of hours 
were spent ringing all the various boards 
local to my area. Great fun! 

As the days went by and I started to 
get the hang of this new contraption, I be- 
gan to learn that there was a hell of a lot I 
didn't know, which I needed to be able to 
take full advantage of what these boards 
had to offer. For instance, the first time 1 
tried to download a file, 1 was asked to 
select a "protocol", 1 chose the right one 
by sheer luck, hence succeeded in the 
download, but what the hell was a proto- 
col? 



Protocols 

• Protocols arc different methods 
which can be used to transfer files via the 
telephone and your modem. There are a 
fair few of them and the one which you 
can use depends on which ones the BBS 
supports. Just as important arc the types 
of protocols your communications soft- 
ware supports. The actual protocols are 
written by people with far more knowl- 
edge in this field than 1 will probably 
ever have, but the best and fastest one at 
the moment is ZMODEM, 

ZMODEM protocol is the quickest 
and most reliable way to transfer files 
and is favoured and supported by every 
bulletin board I have rung to date. It al- 
lows for things like "batch transfers"^ 
which means you can elect to receive or 
send a nvimher of files at one time. Unfor- 
tunately, i( 1- not a protocol which is sup- 
ported (to my knowledge) by any ver- 
sions of the popular and colourful Access! 
comms package available in the public 
domain. 

There is however another communi- ' 
cations package available in PD as share- 
ware that goes by the name of 
"JRCOMM94a". JrComm by Jack Radigan 
is truly a superb communications pro- 
gram, easy to get the hang of and very re- 
liable, I downloaded this program and 
have been using it ever since. 

However before 1 could begin to use 
it, I needed to learn another lesson. The 
art and purpose of file "archives". 

Archives 

• An archive is a group of files which 
have been crunched or compressed and 
pulled together to form one file instead of 
a few. The reason files are archived is to 
use less space and make uploading and 
downloading quicker and generally less 
painful - it costs less when STD charges 
apply. You must UnArc a program after 
you download it from a BBS and in order 
to do this, you must have the appropriate 
archive software. 

There are many archive programs be- 
ing used at the moment and a few of the 
more common ones are ZOO, ARC and 
PACK. I've now learnt that these have 
been around for ages. 
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The latest and preferred archiver at 
the moment is a Public Domain effort 
that goes by the name of LHARC. Lharc 
was crated and kindly placed in the PD 
library by a chap called Paolo Ziberth 
and is currently the best archiver around. 
Lharc claims to create the smallest ar- 
chives at the expense of a bit more time 
to do the job and after trying out nearly 
all of the ones listed above, I find this to 
be true. 

Umrc's archives are easily recognised 
by the suffix ".Izh" on the end of the file 
names. In the same fashion, one can rcc- 
'ognise the other forms of archives by 
their respective suffixes. Most are self de- 
scriptive, ie; .zoo for ZOO archives, .arc 
for ARC and so on. Learning to use these 
programs is actually quite easy as the 
documentation supplied with them is 
mostly comprehensive and excellent. 
(Amazing what you can learn by reading 
the instructions!) 

There are even programs that will ar- 
chive a whole disk, bootblock and all, 
and a couple that come to mind are 
WARP and LHWARP, the latter which 
has the equivalent benefits of the file ar- 
chiver lharc. Lhwarp by Jonathan Forbes 
consistently produces a smaller archive 
of a disk than any other disk compres- 
sion program available at the time of 
writing. 

The beauty of using these utilities lies 
in the fact that when a disk is com- 
pressed and later uncompressed, you end 
up with an exact duplicate of the disk 
you Warped or Lh warped. The original 
disk's directory structure is maintained 
right down to the disk's ortgin.U boot- 
block. There is even an automatic virus 
checker built into the program which 
checks a disk's bootblock for known vi- 
ruses when unwarping the disk. A great 
feature this, which safeguards you 
against infected downloads. 

Most boards haye all of the above ar- 
chivers for downloading and they are 
usually found in PACK format. This is a 
handy archiver as no special software is 
required to "un-pack" the archive. All 
you need do is execute the archived file 
in the CLI and it will un-pack itself. 

Anyway, getting back to JRComm, just 
about every BBS has this file on their 
board which can be downloaded freely 
and tried. Better still, why not just get 
yourself a copy from the public domain 
to avoid the hassle of setting up another 
program to download it. 

JRCoiTTTi 

JRComm is shareware, which means 
that if you intend to continue using it af- 
ter a trial period, you are encouraged to 
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make a contribution to the writer for 
which you will receive the latest version. 
The suggested amount to register with 
jRComm is US$50. Personally, 1 think it's 
worth it. 

jRComm also supports ANSI colours 
which means you get a more co!ourful 
screen when connected to a BBS that 
transmits in this fashion. Most boards 
have ANSI screens, which are well 
drawn and full of colour, so it is nice to 
be able to take full advantage of what 
they have to offer. 

Playing around with the modem 
nearly every night, 1 found it wasn't too 
long before I started to wonder just how 
these BBSs go about doing their stuff and 
what makes them tick, I did not realise 
that I was soon to be given a personal 
tour through my favourite one. 

After a while, you will tend to favour 
one or maybe two BBSs over the rest and 
vA]\ find yourself tending to ring those 
more than any other. This was true for 
me with the Club Amiga board, so much 
so that [ decided to send the SysOp a 
small donation to gain VIP access to the 
board which promised more time online, 
higher download limits etc. Shortly after, 
I received a telephone call from the club's 
manager thanking me for my donation. 

The SysOp of Club Amiga BBS (the 
name has nothing to do with the Club 
Amiga we see advertised in ACAR) is 
Rob Canavan, and when he rang we got 
talking about this and that. One thing led 
to another and 1 ended up quizzing him 
all about the board, asking things like 
how it works, what's involved and gener- 
ally wanting to know the ins and outs of 
the whole operation. To cut a long story 
short, 1 was given an invitation to come 
down to his house and be shown the 
whole set-up. Naturally I jumped at the 
chance. 

I will be forever grateful for the help 
and courtesy extended to me by this Sy- 
sOp. 1 spent around four hours at this 
man's house and actually caused him to 
be late for a dinner appointment, A fact 
which he brushed aside with a "Don't 
worry about it mate, glad to be of help. 
The missus understands . . ." Rob's wife, 
obviously used to this type of thing oc- 
curring, took it in her stride. 

Club Amiga BBS 

The trip proved very worthwhile 
and what follows is a brief description of 
how Club Amiga and in fact most BBSs 
are set up and operated. 

The first surprise came when 1 no- 
ticed that the machine that was actually 
operating the BBS was a Wang! (what? 
not an Amiga?) connected up to an 



80Meg hard drive. {There are actually 
very few clubs 1 know of that run their 
board with an Amiga.) The modem that 
answers calls was exactly the same one 
which I had. Rob told me that he has 
been using the Maestro 2400 ZXR for 
some twelve months now and that it has 
been sitting there running 24hrs a day all 
this time without a problem. Something 1 
found quite comforting to know. 

I was shown how all the various func- 
tions worked, including how the system 
performs its regular maintenance auto- 
matically every night at about 3.30 am - 
at this rime, figures are updated, Netmail 
is sent and received - and all the other in- 
teresting details of what happens when a 
new person logs on for the first time, etc. 

I also found out that running a BBS 
can mean a fair bit of work. A System 
Operator must perform various functions 
daily in order to keep the system running 
without any hitches. New users need to 




The best of every imaginable type of 
public domain and shareware pro- 
grams from GAMES to ASTRO- 
NOMICAL packed on each and eve- 
ry disk for the C64/128 and AMIGA 
users at just $5 per disk selectioni 

Your $50 membership fee gets you 
all this! 

• 10 FREE disk selections of 
your choice! 

• FREE access to the Island 
Bulletin Board System on (03) 742 
39931 (visitors welcome) 

• DISCOUNTS on an extensive 
range of Commercial Software & 
Hardware for your Commodorel 

• FREE postage and MORE! 

Full money back guarantee if not 
satisfied, 100s of more than happy 
members can't be wrong! 



[ ] Please rush me my membership to 
ISLAND SOFTWARE CLUB. 

[ ] Rush me my FREE Information kit 
on ISLAND S'WARE CLUB 

Computer type: 



Payment [ ] Chq./M.O, [ ] Credit card 

Card type: 

Card Numlier: 

Expiry Date: I I 

Name: ^^_ 

Address: 

P/oode 



Post to; FREEPOST 49 (use no stamp) 
ISLAND SOFTWARE CLUB 
P.O. BOX 381, WERRIBEE VIC 3030 
Or call: (03) 741 9981 
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be checked out daily ard their access lev- 
els adjusted accordingly. Messages must 
be answered, and uploads examined be- 
fore they can be made available for 
downloading. Most surprising of all, I 
found out that all this was done out of 
the man's own pocket and time. 

In fact, most BBSs are run purely on a 
voluntary basis, and the operators pay 
for the expense of telephone calls etc out 
of their own pocket. Club Amiga did 
have sponsorship at one stage, but the 
sponsor withdrew after a while and the 
decision was made to keep the board op- 
erating in the hope that a new sponsor 
might offer some help. It's about 14 
months now and still no luck. Any offers 
. . . ? Rob can be contacted personally at 
PO Box 202 Melton Victoria if anyone is 
interested, and is willing to discuss terms 
with anyone that might be willing to help 
out. 

Club Amiga is a typical BBS which 
naturally has a Messages section. This 
area contains loads of general messages 
from its own users as well as "echo mail" 
messages, which cover various other BBS 
message bases which are echoed between 
the clubs which are linked. 

NET mail is an excellent feature in the 
messages section as this gives a user the 
ability to send messages to anyone at any 



BBS in the world for the price of a local 
call. You must have VIP status to be able 
to write or receive NET mail, however 
this feature alone is worth the few dollars 
asked for VIP status. 

The files section on the board consists 
of the usual Utilities, Games, Communi- 
cations software. Demo's and Music and 
a whole host of other sections which are 
choc-a-bloc full of goodies that can be 
downloaded. 

HCS Heip-Line 

• Just recently, a new area called the 
HCS Help Line was created which is de- 
voted to helping new users out with their 
problems on learning about the Amiga 
and how to use it. 

1 actually initiated the idea of the area 
myself and have been given limited Sy- 
sOp access to its message base and file 
area. All types of questions are welcome 
at Help Line and every effort is made to 
get the answers to people's problems. 
The feedback on this idea has been excel- 
lent so far and I'd like to take this oppor- 
tunity to thank all of those that have left 
messages of encouragement to me in the 
area. 

There are also online games which 
you can play against the computer, so 
you can try to get yourself onto the high 



score table and beat all the others that are 
playing the same game when they log on. 

Quite a good BBS this one in my opin- 
ion, so check it out next time you get a 
BUSY signal when trying to get onto 
your favourite board. The number to 
Club Amiga BBS is <03) 743-1957. 

There is so much you can do on these 
boards that you never seem to have 
enough time on-line to do it all. Playing 
games against another human opponent, 
chatting with the SysOp or somebody 
else on-line (a real buzz), downloading, 
uploading, reading and writing messag- 
es, the possibilities are almost endless.. 

Well, it's been about six months since 
1 purchased a modem and I'm still hav- 
ing a ball. I can thoroughly recommend 
this pastime to anyone who is getting just 
a little bored with everyday computing 
and is looking for something to bring 
back that excitement that we all experi- 
enced when switching a computer on for 
the first time. 

But be warned, computing over the 
telephone takes you like a drug. The 
more you use it, the more you want to 
use it. The only thing I dread these days 
is the arrival of the telephone bill. 

Till the next time . . . Q 
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SHOP 5 - 30 HALL STREET 

MOONEE PONDS 3039 

03 326 0133 



506 DORSETT ROAD 

CROYDON 3136 

03 725 6255 
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SENATOR/MASTER 3A^1 

SLIMLINE MECHANISM WITH LONG CABLE, PASSTHROUGH 
CONNECTOR AND ON/OFF SWITCH 12 MONTHS WARRANTY 



$189.00 



NEW! MASTER 3A1'D 

SLIMLINE TEAC MECHANISM WITW LONG CABLE, PASSTHROUGH 
CONNECTOR AND ON/OFF SWITCH 1 2 MONTHS WARRANTY 

AND TRACK DISPLAY $209.00 



QUALITY AT ECONOMY PRICES WITH 12 MONTHS WARRANTY 

$169.00 $119.00 

35 FLOPPY DISKS FROM $14.00 5.25 FLOPPY DISKS FROM $6.50 

COMPUTA MAGIC AMIGA MAIL ORDER DISK 1600 ITEMS $3.00 

MVB MAIL ORDER ENQUIRIES WELCOMED 
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Expanding your Amiga ^vith XEL 

A reed end riser story 



by Peter Youll 

Here's one of those genuine satisfied end user stories. 
(Not all are filled with such Hiss.) So it's over to Amiga fan, 
. Peter Youll. 

Before the addition of the equipment 
under review, our Amiga consisted of the 
standard system (A500 + 1084 monitor) 
purchased in early 1988, and an A501 ' 
memory expansion card, purchased 
about a year ago. I had been lusting after 
a hard disc right from the start, but there 
always seemed to be something more im- 
portant to do with the available funds - 
paying off the mortgage for instance[ 

Finally ^ve had some spare cash and 
an occasion to use as an excuse, so 1 fol- 
lowed contacts made earlier with a group 
in Adelaide calling themselves Hard Disc 
Technologies. Yes, they were still in busi- 
ness, and expanding in fact. They now 
could sell me a 44mb drive, and a con- 
troller with room for an extra Imb of 
memory. The price had not changed - 
S1195. The cost of the memory to popu- 
late the controller was negotiable. OK - 
let's do it. 

We visited my brother-in-law in Ade- 
laide over the Xmas break. As arranged 
before we left, on the Saturday before the 
big day I called around to the home of 
Greg Hicks, the chief poobah of HDT. 
Greg explained the change of name from 
HDT to XEL - they couldn't figure out a 
nice logo for the HDT initials. He was 
passing the time inserting memory chips 
into disc controller boards, and unfortu- 
nately had forgotten that I would be call- 
ing to pick up a drive and controller. 

By way of consolation, he agreed to 
let me have a fully populated memory 
expansion for an extra $122, which I 
could take with me, and he would send 
the disc drive by courier (at their cost) 
when he returned to work after the holi- 
day break. 

So I wont home without a disk drive 
but with a Imb expansion at a price that 
couldn't be resisted. After some confu- 
sion about who was to act first, (they ex- 
pected the rest of the money before dis- 
patching the drive, having been caught 
being too trusting earlier) the disc drive 
arrived about three weeks later. 



What did we get 

• The memory expansion and hard 
disc interface is a flat metal box, about 
the same colour as the Amiga with a 
large blue XEL logo. Its dimensions arc 
175mm x 100mm x 16mm, and it is 
shaped to connect to the side expansion 
slot and rest flat on the desk. The disc 
drive comes in a plastic fronted sheet 
steel box 350mm * 155mm * 95mm, col- 
oured slightly different to Amy and the 
memory expansion. 

It also has a large XEL logo moulded 
on the front, plus two lights. The power 
switch is at the back, as is a small fan. 
The drive is connected to the interface via 
a 800mm long ribbon cable. Everything is 
reasonably well finished, though the col- 
our mismatch is a shame. 

Also the heads of a pair of screws se- 
curing the power supply inside the drive 
box fouled the cover, so the bottom of the 
case was distorted when it was screwed 
to the top cover. The box thus rested on 
only three out of its four little rubber feet, 
I fixed this by cutting away the offending 
part of the top cover - tsk tsk! 

Installation 

• Adding the memory expansion 
was easy - remove the cover from the ex- 
pansion slot and plug it in. Boot up the 
system and low - somewhat under 2mb 
of memory available at the Workbench, 
and the ability to run the DPainlUl ani- 
mations that couldn't be loaded before, 
and room for nearly 500 pages in Text- 
craft. Nice! The expansion box gets warm 
after about 20 minutes, otherwise it just 
sits there. 

The drive arrived in a serviceable no 
frills box, protected by a foam plastic 
frame. Also included was a floppy disc 
(unlabelled) and a chip in a tube, and 
that's all. No instructions! 

The first thing I usually do with new 
toys is to have a look inside, where 1 
found another surprise - a Seagate ST251 



MLC-1 in.stead of the promised Mini- 
scribe. The PC support person at work 
looked up his tables and found that the 
Seagate had a 28msec seek time com- 
pared to the 60msecs of the expected 
Miniscribe, so that was OK. 

A phone call to Greg brought an apol- 
ogy for the lack of written instructions 
and an explanation of the change of drive 
- they couldn't get a Miniscribe, and the 
Seagate had cost them an extra $100, The 
installation instructions were simple - 
undo the four screws and open up the 
memory expansion, insert the chip in the 
vacant socket, plug the ribbon cable into 
the other socket (bit of fiddling required 
here to avoid a little capacitor on the 
board) then screw it back together. Plug 
the disc drive into the power, the expan- 
sion into the Amiga, turn on the drive 
(lots of satisfying little noises) turn on the 
Amiga, insert the supplied floppy and 
away we go. The drive will not start un- 
less the Amiga is turned on first. 

In use 

The drive makes a" fair amount of 
noise, more than I am used to from the 
Macs and IBM clones at work. The fan 
whines, the drive does likewise, along 
with the clicks and clunks while it is 
working. I assume the size of the box and 
lack of other noise absorbing devices in 
it, plus the comparatively low level of 
background noise make it seem louder. 1 
have become used to it. 

The XEL drive does not auto boot, 
which was a disappointment at first, 
however this shortcoming provides a 
safeguard against the serious problems 
now caused by viru.ses. If the Amiga 
doesn't have a boot block on the hard 
drive, it cannot be infected by boot block 
type viruses from a floppy. The incon- 
venience of booting from a floppy is mi- 
nor, and it makes little difference to the 
speed of booting, since the startup- 
sequence can be changed to use the hard 
disc at an early stage. 

The drive came partitioned as a single 
device, and contained about Smb of 
mostly useful stuff, about half of which 
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VDrive70 



1Mb 

CfiipFWM 



70M99ft50<lH3i((Disl!D(iive-STSOS28mSNECmecli. S12S0 
64K RAM butler (FFS. FoirTBtteci. inslalled, ready lo run. 
Very fast, non-auiotaor, en&rnal powur, 1^ rrwjnths warrant/- 
MixitoirBiallKickstarti.aaddi.ainAsoo's/Asooo's seo 

Corwerlyoij[A500loacce5s1l*chipHAM.REV.6, A500 $30 
SvnlctiableO.SWIMi REV.6.A50O (110 



25a<1fWM RAUchips41256-256Kxl ISOns- mitiqty. IS MCh J2,20 



GVP 

RANGE 



PGM supplies th^ lull range of GVP p^^ucEsindudir^ 
all hard driva systems, t^e drives and accelerator boards. 



VDrive5.£5 5.25" Ext. Floppy Driva S230 

70cni 12mm round shielded cable, DB23's, Pass-Ttifu. 
Drive disable and write proted swtohes. 12 months warr. 



AMIGA 500 A500 Compuisi systsnt witti 1 Mb RAM 

CfiipRAWfastRAM swirctiable. Full wanatity 
A500 Monitor stand all-steel 

EPSON LO-400 1(y2'!-pjnJ60 0plhl-res!80qjsprinter 
EPSON LO-550W24-pn360dpllil-resl aOcps printer 

w[ili pushi Iranor i paper parii / serri auto-load 
DISKS 3.5"DED0 btJioflO 

5.25" DEDD paiAoflO 
PO Disks Pubic Doman Software -pwcopvfexd. disk) each 

over 500 disks to choQ$e IfOrn. 



S940 

S40 
5530 
S620 

S13 
55 

S2 



PCM501 A500 0.5 Meg Expansion S1Z0 

0.5 Meg expatision board lo suit A500 expansion 
slot. Compatbie with A601 bul without ciocl(. 



Power Copy - The Ultimate SoftrvarefHarikvarE Copier 

Guaranteed Co back up all your original software eg Zoom, Dragons Lair, Garrison just to name a few. 

This ^ckage consists of a 5.25* disk drive with variable speed controller, power copy software and ftiU d<x:umen^t:ion and is 

available now only at PCM for ^300 



PO Box 70 Noble Park, Vic 3174 Fax or Ph. (03) 701 0343, 2/28 Ash ton Rise Doncaster Last, Vic 

31 09, Fax or Ph. (03) 84] 8889, 34 Kidman Court Thornlig, WA 6108, Ph (09) 459 0609, 34 

MaclJougall Road Golden Square, Vie 35.55, Ph (0.54) 416 277 



was titled The Best of Megadisc. There was shareware for back- 
up called mrbackup, a terminal emulator called Mandshake, re- 
cent version of Discsalv^ virusx^ same games, and lots of pro- 
grams in the c: directory I have never heard of and most of 
which I have yet to try. The first thing done was to backup the 
boot disc and the contents of the drive. There was an unrccov- 
ered disc read error during this process. 

Having planned this purchase for a long time I knew exact- 
ly what 1 wanted to do next - format it into 4x1 Omb devices 
called system:, work:, play: and food: - the essentials of life. 



Commodore computer 
PCB exchange service 

♦ Same day certified mail despatch ♦ 
♦ Three months warranty cover ♦ 

Amiga 500 $129 

Commodore C64, 64C $99 

• Simply rerrovG your laully board Irom its casing 

• Your board must be connplele and in serviceable condition. 

• Forward your securely packed board together with 
your rem'itlance to: 



R, 



PTYLTD 



arcom 



Whites Hill Shopping Village 

Samuel Street 

Camp Hill, QLD, 4152 

Phone (07} 395 221 1 



BANKCARD/MASTERCARD/CHEQUE/POSTAL ORDER 



mv£.. 
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The process began well, 
lights flashed, soft clicking 
from the drive, numbers 
counting up on the screen, 
then all sorts of strange 
buzzing noises and much 
slower progress in the for- 
mating process - was this 
connected with the earlier 
disk read error? 

Another call to Greg, 
who walked me through 
the use of a program called 
lowleveltool, which 

checked the drive from 
track to track 811 without 
a problem. From there on- 
wards it found errors. 
Here was the explanation 
for the strange noises - there are flagged errors on the drive on 
head 2 from track 51 to 61. Writes destined for these locations 
are remapped to tracks 811 to 819, which causes a lot of head 
movement when the drive is being formatted. The disk read er- 
ror has never recurred. 

Applications 

• So far 1 have loaded DPaint 111, WordPerfect and some 
public domain games, and made many changes to the startup- 
sequence. There is more to do yet, particularly getting the Ver- 
sion 1 .3 stuff installed, as soon as 1 can find a shop that has a 
copy to sell. We have not yet got away from swapping floppies 
- some games cannot be copied onto the drive. However the 
speed and convenience of the hard drive are a joy. DPaint III 
loads in about five seconds, compared to 30 seconds grinding 
on the floppy drive. 

The system is now complete - 2 Mb of memory should ■ 
enough, likewise 40Mb of disc, for a couple of years at least. 
Now comes the challenge of WordPerfect, which has been sit- 
ting on the shelf unused for six months awaiting a hard drive 
to make it usable. This is my first effort, after being a heavy 
user of Textcraft. 

Conclusions 

• At a cost of $1317, the XEL combination of 1 mb of memo- 
ry, a 44mb disc drive and controller is by far the best value I 
have come across, pai1:icularly given the fast drive I ended up 
with. Deliveries outside Adelaide would normally attract an 
additional charge of $40; XEL carried this charge since they 
could not provide a drive when 1 arrived to pick it up. The lack 
of written installation instructions was a disappointment, how- 
ever 1 expect this problem has been resolved. 1 have no com- 
plaints about the support provided, apart from the STD charg- 
es. 

The drive was quite usable and could have been left as it 
was delivered. I have chosen to fiddle, and have learned a deal 
more about the CLl in the process. The drive has renewed the 
interest of the entire family in the Amiga, which tended to flag 
in part due to the restrictions imposed by the floppy drive. If 
you are contemplating adding a hard drive and /or more mem- 
ory, the XEL is well worth consideration, the more so because 
at least some of the money you spend will stay in Australia. 

For further information contact Greg Hicks on (08)3705369 
or 018824648 (mobile phone). □ 
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PD - Mandelbrots and 

Fractals 



by Scott Campbell 

ANYONE WITH AN interest in the 
latest developments in science would 
have heard about chaos, and many peo- 
ple would have heard about and seen the 
strange objects called mandelbrots and 
fractals that have been adopted as the 
emblems of this new field of science. 

The exciting thing about this for Ami- 
ga users is that the Amiga, with its 
graphics power, is ideally suited to dis- 
playing these beautiful images. Not eve- 
ryone is exactly sure what these things 
ate. 

Well, firstly to 
mandelbrots (named 
after Benoit Mandel- 
brot who discovered 
them, while working 
for IBM). Take any 
point on the complex 
number plane, 

square it and add the 
original complex 
number. Square the 
result and add the 
original complex 

number and so on. If 
the number stays fi- 
nite after the desired 
number of iterations, 
it is in the man del- 
brot set. Numbers 
that head off to infin- 
ity are plotted out- 
side the set. 

This sounds pret- 
ty boring, but it re- 
sults in some stun- 
ning images that are, 
wait for this, infinite- 
ly detailed. That means that you can look 
closer and closer at the set and never 
^bottom out'! So from a simple iterated 
operation we can come up with infinite 
complexity. Quite possibly nature often 
works in similar ways. 

The mandelbrot set is fractal in na- 
ture; that is, it is self-similar on all scales. 
As you delve deeper into it, you'll find 
tiny copies of the set, that are sUghtly dif- 
ferent, and these also contain slightly dif- 
fering images of themselves. 



There are two types of non- 
mandelbrot fractal programs for the Ami- 
ga. Most are diffusion-limited aggrega- 
tion generators, but the most interesting 
sort is exemplified by FracGen off Fish 
#188, This program enables you to start 
with a simple 'seed', that is, a shape com- 
posed of several line segments, and re- 
place any of those segments with smaller 
copies of the shape itself. You are able to 
specify which lines to do this to, and for 
how far 'down', and whether to flip the 
line up the other way, and so on. Again, 




from simple beginnings, and with simple 
operations based on iteration, amazing 
images can result. 

These often resemble objects from na- 
ture, at other times complex geometric 
shapes. On the disk are a lot of seeds that 
the author, Doug Houck, has set up 
ready to generate, often with effective 
use of colour, to give you the idea. It is 
interesting to note that George Lucas's 
film company has a computer graphics 
section, which spends much of its time 



making animations which include moun- 
tains, plants, trees, crystals and flames, 
all of which are generated by fractal tech- 
niques. It has already used these tech- 
niques as special effects in some films. 

There are various mandelbrot pro- 
grams in the Fish library, and there are 
now some commercial programs appear- 
ing. A good one to start with is Mandel- 
brot! ofif Fish #239, because it is faster 
than most, and simple to use. This is im- 
portant, because the main problem with 
mandelbrots is that they can be slow to 
compute for 68000 
users. 

The author of 
Mandelbrot!, Nick 
Didkovsky, boasts 
that it shouldn't 
take more than 15 
minutes for the 
most detailed pic- 
ture to generate, 
though I have 
found that some 
pictures can take a 
little longer. Like 
ail good mandel- 
brot programs, 
you have some 
choice over the 
screen format, 
with Lo-Res, Lo- 
Rcs/ Interlace and 
Hi-Res/ Interlace 
the options. The 
higher the screen 
resolution, and /or 
the larger the pic- 
ture window, the 
slower the generation time. 

There is also a cycling option, which 
the author calls ^frivolous', but which 
produces some mind-blowing effects, es- 
pecially with the right picture. 

As Mandelbrot! uses scaled integer 
math rather than floating point math, af- 
ter a while you won't be able to zoom in 
any further because of the lack of preci- 
sion. Other programs that use floating 
point math (or at least give you a choice) 
can zoom in much, much further, though 
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raises points according to their "altitude'. 
This could be interesting, but TurboMandel 
is not sophisticated enough to make it so 
(though it is a reasonable 2D program). 

On Fish #303 is another Mandelbrot pro- 
gram called DEM, It will generate very de- 
tailed images of the mandelbrot set in black 
and white, so that you get all the wriggly 
bits. Surprisingly, the pictures produced are 
not all that attractive, partly because the ar- 
eas outside the set are just white, and it is 
here that the really interesting details are 
usually found. DEM can be extremely slow, 
though it does have the same Data-File op- 
tion as CPM, 

My advice, then, is to get hold of Man- 
delVroom, Mandelbrot! and /or FracGen, 
and prepare yourself for a truly amazing 
journey exploring some of the most fasci- 
nating objects in existence. o 



they will be slower. 

The best of the PD programs, for 512k users, is MandcIVroom, 
off Fish #78. One meg users should go for MandelVioom 
V.2.0 on Fish #215 (512k users can also 
make some use of this). Both programs, though especially 
V.2.0, are excellent examples of software that make full use of 
all the Amiga's capabilities. 

They arc both user-friendly, with full docs, powerful 
(though involved) colouring options, support for extra- 
halfbrite, and have many options open to the user. V2.0 is ful- 
ly multi -tasking, though you will need plenty of memory if 
you want to have multiple pictures, or run other tasks. It also 
supports the 68020 and the 68881/68882; the maths co- 
processors offer dramatic speed-ups. PAL and overscan are 
also supported, and you can zoom out as well as zooming in. 
And as an added bonus, V2.0 is also a Julia-curve generator. 
These are close cousins of the mandelbrot set, and are just as 
interesting. 

One of the best aspects of virtually all such programs is 
that you can save your screens as IFF files. I'm building up 
quite a store of pictures which I'm putting into slideshow 
programs. The result is one of the best demonstrations of the 
wonders of the Amiga. If you have a colour printer, you will 
also be in luck, as mandelbrots and fractals look great when 
printed out. 

Recently, some new mandelbrot programs have come out 
offering 3D mandelbrot images! Two such programs are 
Mandel Mountains (Fish #295) and CPM (Fish #303). What 
they do is generate a mandelbrot, and put it atop a mountain 
based around the shape of the mandelbrot. 1 would advise, 
though, that you start off with the 2D programs first, to get a 
better idea of what the mandelbrot set is about 

In fact CPM requires you to do so, as it will only generate 
pictures from co-ordinates you enter (which you must get 
from other programs or books). There is a ready-nradc Data- 
File, though, which generates and saves a sequence of man- 
delbrots automatically, and it is supplied with many entries 
for a .starter. This is handy for running overnight, and doing 
a whole bunch of mandelbrots. 

A different sort of 3D program is TurboMandel off Fish 
#302, which gives a diagonal view of the mandelbrot, and 
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A Handy Scanner 



by Andrew Farrell 

A scanner is one of the most elegant methods available of getting 
graphics into your Amiga. Costwise it compares favourably with a 
frame-grabber, however the quality is considerably better. Pactronics 
have released a range of new models in Australia. This month we take 
a look at their hand-held colour model. 



DIGITISING IMAGES using a camera 
can be tricky business, especially if you 
don't have exactly the right lighting. 
Camera quality can also play a big role in 
the end results, not to mention how diffi- 
cult it is to digitise a flat image without 
getting high-spots where the light hits 
the page. The solution is a colour scanner 
such as the Cameron Handy Scanner. 

Despite the hefty sized box, the 
Cameron Handy Scanner is a compact 
device, about twice the size of a mouse. 
You connect it to your Amiga 500 or 1000 
by means of a small interface which 
plugs into the side expansion port. The 
Amiga 2000 version includes an adaptor 
which enables one of the internal slots to 
be used. An extension 
cable and mounting 
bracket bring the connec- 
tion socket to the back of 
the machine. 

Setting up is simple. 
Amiga 2000 owners will 
need to take care the or- 
ientation of the adaptor 
and interface is correct - a 
small guide pin would 
have helped. The expan- 
sion port is passed 
through the interface al- 
lowing Amiga 500 and 
1000 users to connect oth- 
er devices such as an ex- 
ternal hard drive. 

I originally tested the 
review unit on an A2000 
equipped with a 68030 
processor. It seemed to 
have some difficulty op- 
erating - so we then tried it on a standard 
A500. The scanner fired up first time 
without a hitch. Ewcn Bishop, Pactronics 
technical support man, informs me that 
the scanner operates happily on 68010 
and 68020 based machines. 

The included documentation is fairly 
brief. The 19 pages cover the main fea- 
tures thoroughly, although there could 
have been more practical advice on get- 



ting the best results. 

If you try to scan in an image which 
has already been scanned such as a pho- 
tograph in a magazine, the results will 
vary and may tend to show up strange 
patterns not present in the original im- 
age. (This can happen with many, if not 
most, scanners.) Original photographs 
will produce excellent results. 

Software 

• A simple program called Colour- 
Scanner is included to scan and maniplu- 
ate images. 

From the Project menu you can Scan, 
Load and Save images or Print what is 
currently in memory. Scanning requires a 
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Steady hand and a flat surface. Once you 
have selected the scan function, a small 
light in the hand-held scanner switches 
on, indicating all is well. When you press 
the scan button on the scanner, process- 
ing begins. You then drag the scanner 
smoothly across whatever you wish to 
scan, holding down the button as you go. 
I found the program handled small varia- 
tions in the speed the scanner was 



dragged quite well, although larger 
changes caused serious deterioration of 
the resulting image. 

The scanner will capture up to 4096 
colours in HAM mode, which means it 
works in 640 x 200 screen resolution. This 
degree of detail is acceptable for images 
intended for on-screen use. Cartoons and 
free-hand drawings scanned in very nice- 
ly. However, large headings and fonts 
were not so good. 

From the display menu you can select 
16, 32 and EHB colour modes. You may 
switch between modes at any time. Pal- 
ette optimisation helps eliminate inaccu- 
rate colours when switching to HAM 
mode. With GAMMA correction on, the 
contrast level is easily boosted without 
the inherent quality loss of simply in- 
creasing the brightness of every pixel. 

Full palette control is included, ena- 
bling you to fine tune the resulting image 
using the usual RGB slider controls. Us- 
ing the space-bar you can switch work ar- 
eas, and scan in an addition- 
al image. You can then cut 
and paste between the two 
scans using the Edit func- 
tions. 

The print option sup- 
ports whatever Preferences 
printer and settings you 
have selected. The manual 
suggests you experiment to 
see which settings are best 
for your particular printer. 

Keyboard short-cuts are 
included for the Project and 
Edit menu options. 

Overall, the Handy 
Scanner works well and 
does everything you would 
expect from a hand-held 
scanner. The price seems a 
little steep - although you 
do get a three year guaran- 
tee. It would be useful to 
see some improvement in the number of 
colours or grey shades supported for use 
in desktop publishing, which would have 
to be the primary application for such a 
device. 

Distributed by Pactronics (02) 748 
4700. RRP $1,495. □ 
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POWER TO YOUR AMIGA!! FROM PACTRONICS 

Have you ever wanted to have the power of a God? Now thatAMOS-THE 
CREATOR is here you have that power. 

AMOS is a Total Creation Language with over 500 BASIC-like commands that allow you to create any thing, or any world that 

you could want. Whether it's a fast "Shoot Em Up", a difficult Adventure gams, an entertaining educational package or even just 

a utility; AMOS gives you the power to create! AMOS is one of THE most powerful languages on any home computer, AMOS 

gives you access to the hidden power that lies deep inside your AMiGA's custom chips that previously only C and Machine 

Language programmers have had the ability to bring to the surface. 

Listed below are just some of the ttiousands of features in AMOS ... 

Have up to 4 programs in memory at once I • Have accessories in memory like sprite/music editors! • The ability to PORT STOS programs from 
the Atari ST with ease! • Be able to play up to 4 sound samples at once - all under interrupt! • Play interupt driven music created with 
Soundtracker. GMC SONIX or the powerful music editor that comes with AMOS! • Access the Sound Chip directly with simple but powerful 
commands! • Load and display any IMAGE i.e. HAM. EHB and even 
OtJAL PLAYFIELDS! • Have up to 8 screens open in any resolution at 
once! • Smoothly scroll the screen with just ONE command! 
• Display up to 400 Hardware SPRITES on the screen at once! • Exceed 
the 4 color limit on Sprites! • Grab sprites from your favourite game and 
examine them with the powerful Sprite Editor! • Display and move 
SCREEN-SIZED BOBS on the screen with ease! • Have up to 64 interrupt 
driven Animation sequences going at once using the special AMAL-AMOS 
Animation Language built in! • Direct control over the COPPER, giving you 
complete control over the building blocks of every Amiga screen! • Use any 
Deluxe Paint compatible FONT! • Access to the standard disk functions 
without having to open any external libraries. AMOS has !bem built-in! • 
The ability for Machine Language programmers to add their OWN 
COMMANDS to AMOS. 
Why bother learning Cor Machine Language when all the power you could 
ever need Is right here In an easy to use and vastly powerful language! 



WARNING 

DO NOT BUY AMOS. UNLESS IT HAS THE PACTRONICS 
STICKER ON THE BOX AND OUR WARRANTY INSIDE THE 

BOX. DO NOT BUY AMOS FROM ANY OTHER 
UNAUTHORISED SUPPLIER!! IF YOU DO, YOU WILL NOT, 
UNFORTUNATELY, BE ELIGIBLE TO BECOME A MEMBER 

OF OUR A MOS USERS CLU? ' - YOU WILL NOT BE 

ELIGIBLE FOR OUR LIFETIME WARRANTY, UPGRADES, 

NEWSLETTERS, NEW PRODUCT INFO, SPECIAL OFFERS, 

AMOS COMPETITION OR HOT-LINE BACKUP SERVICE. 



Ref. CP/DH/5 

II July 1990 

fex No 010 61 2 748 4604 

Max Walters 
Paecronics Pty Led 
98 Camarvan Street 
Silverwatcr NSW 
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Huropt HouM, Adilngton Park, 

Adlinecon. M»tc!«f«tdSK lOlMP 

Tedmlcal/AdmLn, (0625)S59J33 

BulVSdu: (0625)359111 

Fax: (0625J B7W67 



Dear Max, 

! would like to confirm categorically that your comfany, 

Pactronics, is our only authorised distributor in Australia. 

TKe reason is lihac our producls, including AMOS, STOS, Fun 

School and rhe Mini Office range, require customer backup and 

ihiis can only be achieved with one exclusive distributor. 

We are entirely saEisfied wich the results you have achieved for 

us in Australia, and look forward co continuing our relationship 

for a long time to come. 

Tha means that the AMOS Extras disc, the AMOS PD discs, and 

full technical support will be made available on die same 

eKclu$ive basi^. 

Yours sincerely 
Christopher Payne 
Managing Director 






'THERE IS A SPECIAL WARRANTY/REGISTRATION FOR THEA.U.C. IN EVERY PACTRONICS PACKAGE OF MdQS- 



For your nearest retailer please contact: 

NSW: Pacifonics Pty Ltd. 98 Carnarvon Si, Stive rwater (02} 748 4700 

VICTORIA: Pactronics Pty Ltd, 51 -55 Johnston St, Fitzroy (03) 419 4644 

QUEENSLAND: Pactronics Pty Ltd, 12StrattonSl,l^ewstead4006(07)854 1982 

SOUTH AUSTRALIA: Contact MSW or Viclona olfice 

WESTERN AUSTRALIA; Pactronics, Unit 13, 113 High Road, Willeton6155 (09) 354 1122 

TASnflANIA: ESP l^rkeSng, 52 Elphinstone Road, l^t Stuart 7000 (002) 78 1606 



SjaPactronic 




Maxwells Olfice Equipment (Vic), Computer Spot (all branches), 

Grace Bros, Myer, Harvey Nortnan, John Martins, Harris Scarfe, Midi 

Mouse Computers and all good computer retailers 
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Making it run! 

by Alan Stuart 

Ever had trouble getting a new program to work? It wont even LOAD right? Untangling 
the jumble of instructions will be easier with the following hints on inaking it work. 



. YOU HAVE JUST spent your life sav- 
ings and bought that latest game from 
your favourite computer store. Quickly 
you rush home, kick everyone off the 
Amiga, hit the reset keys, and slam the 
new disk into the drive. 

The usual things happen, the drive 
leaps into action, and then you wait and 
wait, and wait! Someone in the back- 
ground yells "Well, where is it?" But still 
nothing. Oh well. You put the disk back 
in the torn packaging and race down to 
the shop. "This program that 1 paid 
heaps for doesn't work!" you scream at 
the poor shopkeeper as if it is his fault. 
"Have you tried taking out the extra 
memory expansion?" the shopkeeper re- 
plies. "No/' you say, "Will that make any 
difference?" 

And so the story goes. This is a fanta- 
sy story that is based on fact. Hopefully, 
this article will help you solve some of 
the problems that you may be having 
with software loading and save you frus- 
tration and needless trips back to the 
store. 

First off, the programmers of the soft- 
ware that you are buying are a rather 
strange lot. Some like to impress others 
by doing strange things - turning the 
power light off and on while the program 
is loading. Others just don't read the 
Amiga Reference Manuals properly to 
see how things operate, and others do 
their homework properly and design 
reallyfriendlysoftware. 

The first thing to do is read the pro- 
gram box to see if there is any minimum 
requirements for the program to operate. 
The minimum requirements relate to the 
hardware and software that your ma- 
chine HAS TO HAVE before it will oper- 
ate. 

Things to look for are:- 

1 . Kickstart version 

• Kickstart is the operating system of 
the computer. On Amiga 500s and Amiga 
2000s, the Kickstart is built into the ma- 
chine on ROM (Read Only Memory), 
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These machines come with either Kick- 
start version 1.2 or version 1.3, and can- 
not be changed easily. The way to identi- 
fy which Kickstart your machine has, is 
to turn the computer on without a disk in 
the drive. When the picture of the hand 
holding the disk appears, your version of 
Kickstart is written beside it. With Amiga 
1000s, the Kickstart comes on disk and 
the required version can be loaded. Ver- 
sion l.l was supplied with the machine, 
vl .2 or vl .3 can be purchased from your 
computer store. Version 1.0 was only re- 
leased in America, and never released in 
Austmlia. Version 1.4 will probably be re- 
leased before the end of the year (1990 I 
hope). The high the version number, the 
less chance of the dreaded Guru Medita- 
tions! 

The box should indicate something 
like requires Kickstart vl.l or use Kick- 
start vl.2 or higher. What this means is 
that the software will definitely work un- 
der the Kickstart indicated, but may not 
have been tested under earlier versions. 
If you arc using an Amiga 1000 and you 
have problems loading or running, try a 
different Kickstart version. 



2. Memory 



• The next important thing is memo- 
ry. All Amiga 500s and 1000s were re- 
leased in Australia with 512K (Kilo- 
byte.s) of RAM (Random Addressable 
Memory). The Amiga 2000 was released 
with a minimum of one megabyte. The 
Amiga 1000 was released in America 
with only 256 K, Once again we got a bet- 
ter deal than the Yanks!! Most software 
packages will indicate the minimum 
memory required. For most games, this is 
usually 51 2K. However, some of the new- 
er games, desktop publishing software, 
drawing programs, and business pro- 
grams require one megabyte or more of 
memory to operate. Therefore if the pack- 
age says require a one megabyte Amiga 
and you only have 512K, the program is 
not going to work. 

The other problem is too much mem- 



ory. A lot of programs, especially games, 
will only work with a dean machine. 
That is, no extra memory. So, the next 
thing to try if your software isn't loading, 
is to disable any extra memory. This may 
be done by flicking a switch, or physical- 
ly removing the extra memory. 

WARNING: Always make sure the 
power to the computer is OFF before un- 
plugging or plugging anything on the 
Amiga, or serious damage can be caused! 

The final part about memory is the 
amount of 'CHIP' memory, 'CHIP mem- 
ory is responsible for displaying the 
graphics on the screen. Until recently, the 
first 51 2K of memiory on all Amigas was 
'CHIP" memory. Any extra memory, 
whether 51 2K or 8 Meg, became 'FAST' 
memory. Commodore has released a new 
'Super Fat Agnes' IC (Integrated Circuit) 
that can give your computer one meg of 
'CHIP' RAM. This IC is fitted to newer 
(since about September 1989) Amiga 500s 
& 2000s, but is set-up in 5I2K 'CHIP 
memory mode. Your local computer 
.store can arrange to have these machines 
changed to one meg 'CHIP' mode for a 
small price. Also, the IC can be fitted to 
older Amiga 500s and 2000s for slightly 
more. 

The problem with one meg of 'CHIP 
RAM is that, once again, some programs 
will not work. If you have your Amiga 
modified for one meg 'CHIP memory, 
then arrange to have a switch fitted to 
switch back to 512K when needed. In fu- 
ture times, there will be programs that 
state on the packaging 'Requires one meg 
of CHIP memory'. 

3. Write protect tabs 

• Some programs will not work if the 
write protect tab is not in a particular po- 
sition. Some require the disk to be write- 
enabled, others require the disk to be 
write-inhibited, and others couldn't care 
less. Recording a high-scores file or read- 
ing copy protection may require you to 
change the tab to the opposite position it 
is currently in. 
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4. Extra disk drives 

• Next, wc come to disk drives. Once again, 
check what is written on the packaging. If the 
program requires more than one drive, this 
should be indicated. However, some programs 
(usually games) will not operate with an addi- 
tional drive plugged in the computer - this is 
sometimes because the extra drive consumes 
needed RAM. So, switch off and try disconnect- 
ing the drive, or switching it off if a switch is fit- 
ted. 

5. Resetting the 
computer 

• The final point is the resetting of the com- 
puter. The easiest way to reset the computer is a 
Warm Boot, that is pressing the CTRL- 
LeftAmiga-RightAmiga (or on some Amiga 500s 
CTRL-C=-RightAmiga (that is the CTRL key, and 
the keys on either side of the SPACE bar)) at the 
same time. However, some software when insert- 
ed detects that the machine has only been warm 
booted and will not load. So, this means switch- 
ing the machine off for at least 30 seconds, and 
then switching on again. 

The best method of getting the software to run 
is to switch off the computer, take out any extra 
memory (unless the package indicates otherwise), 
disconnect any extra disk drives (unless the pack- 
age indicates otherwise), switch to 51 2K of 'CHIP' 
memory {unless the package indicates otherwise), 
and disconnect the printer. Now turn the power 
on, and insert the program with the write protect 
tab set to INHIBIT. See what happens. If no luck, 
remove the disk, turn the computer off for 30 sec- 
onds, power on, set the write protect tab to ENA- 
BLE, and insert the disk again. If it doesn't work 
this time (and you have tried different Kickstarts 
if you are an Amiga 1000 owner), then there is a 
good chance that there is something wrong with 
the program and now you can take it back to the 
shop. 

If the program does work, try plugging in 
your extra memory, or disk drives (with the pow- 
er OFF!) and note on the disk label what you have 
to unplug to get the program working. 

Your local computer shop, or user group, 
should be able to have a power switch installed in 
your extra drives to turn them off and save you 
the problem of unplugging them. Also, they may 
be able to modify the startup -sequence of the pro- 
gram to disable any extra memory if that is re- 
quired. This will save the trouble of unplugging 
the memory all the time. 

So, the thing to remember, is ALWAYS try 
your machine as a clean machine and the mini- 
mum requirements before returning the software 
to the shop. This way, you save yourself and the 
shop a lot of trouble. If you still have problems, 
have a talk to the man in the shop. If you are pre- 
pared to put in some time to help yourself, then 
the shopkeeper is bound to be a lot more helpful. 




ompuTERmqTE 




AMIGA SOFTWARE - PRODUCTIVITY 

AMIGA VISION 199.00 

ARSASM 11900 

BOARD MASTER - P.Ca. Design 149.00 

CREDIT TEXT SCROLLER 59-95 

CROSS DOS V.t.0 W.95 

DOCTOR AMI 59.9S 

EXCELLENCE V2.0 299-00 

FLOOR PLAN CONSTRUCTION 79.96 

G.F.A BASIC COMPILER '9.95 

HI-SOFT BASIC PRO 179.00 

PAQESETTER II 179.00 

PROFESSIONAL PAGE V1.31 379.00 

PROFESSIONALPAGETEM PLATES 89,95 

PROMOTION 1 19.00 

Upgrade available to Vldeosca^ owners CALL 

QUARTET 99.00 

TITLE PAGE. Page tiilsr 179.00 

ULTRACARD W-96 

ULTRACARO PLUS 1«.00 

X-COPY Plus hardware 109.95 

AMIGA SOFTWARE - LEISURE 

BHEACH II 74.96 

BUBBLE BOBBLE 59-95 

CHAMPIONSOFKRYNN 69,95 

CHESS CHAMPION 2175 69.95 

COLONEL'S BEQUEST 79.96 

COLONY S4.96 

CONQUESTOFCAMELOT 79.95 

DAMOCLESiMereenaryll 54-95 

DRAGON FORCE ■ S9-9S 

DYNASTY WARS S9.95 

EAST VS WEST 59.95 

FLIMBOS QUEST 59.95 

FS II HAWAIIAN OOYSSY DISK 44.96 

FS II JAPAM SCENERY DISK 44.96 

FS 11 WESTERN EUROPE SONY. DISK 44.95 

FOOLS ERRAND 69.96 

FRONTLINE 49.9S 

INTERNATIONAL 3-D THNNIS 69.95 

KAHLAAN 59.95 

KICKOFFPLUSiKidi Off Plus Extra Time 59.95 

KINGS QUEST IV 69.95 

LAST NINJA II 54.95 

LOST PATROL S9.96 

MIGHT AND MAGIC II 69.96 

MINDROLL IQUE-DEX) 37-95 

NUCLEAR WAR 79.95 

OPERATIONCOMBAT 59.96 

RESOLUTION 101 54.95 

RORKE'S DRIFT 64.96 

BHADOWWARRIOH 59.85 

STORM ACROSS EUROPE 59.95 

TURRICAN 59.85 

UNREAL 59.95 

VENDETTA 59.95 

WELLTRIS 59.95 

WINGS OF FURY 69.9S 



Available at selected Amiga Software Dealers. 

Distributed and Supported by: 

Computermate Products (Australia) P/L. 

9 High Street. Mt Kuring-Gai, N.S.W. 2080. 

Teiephone; (02) 457 8386 Fax: (02) 457 8739 
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Unit 3; Metro Centre, 
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40 me^ SCSI hj^ Ouanrini Voice'Cail. fiulO'iarlc i MSms 749 OD 

SO meg SCSI h/d Ousnliirn Vgiee-toil, aulij-part; ll-iams. 1?9g 00 

lO^jneghi'dQuanlum VoicccDil auiD'patiillMSnK 1495 00 

SUpHem BqgriJJmegrsn A2000 rgm wp tKMid 89900 

M QDQ Rimer Clatjle Special cable (3S 9& 

A2000 Sr-Hl DMht« Suils Anu^ 2000 i&^OD 

A^DO 6S030 Za iTih7^4C mb OuBnCLm Fewer confuting Htd on 2495 OD 

A&SD Ejtcludinti tJisk Drirt SCSI conircilla -+ f lamopnon; ^99 00 

krax Emu^iof i, Chrp Ait^ Mxirili}<Ji emulaEiv Ei^ Oft 

Amiga 2000 h^iSConC 2090 ST&06 A SCSI codlraller 495 00 

Amiga 500 OprnpuC^f A&OD qm * irquE* only 799 00 

Amiga 500 RF Mocldatff CoflnKt Amga lo TV a wtim &9 % 

Camera Hilschi WJ^ * i*ris Suils Amiga Oi^view S^.OO 

Camera WVt410 + [e(i5 Fwiiflnnew Amiga 599 00 

Comid) AiniOa - Qidltly Ainic^ iriidi lEdOQ 

CpDm«liHm< Bydrjei; FTMlJ inleriace 79 95 

Compi;lGf Amigia 7QO0 AL^DOD fpu Dnly CAL 1, 

Ci3iiipulerAniiga2flOOHD|40UB}fDJ 40megdJV&lacLorvlli1leC|i CALL 

Flwhcf fixer Peqm.'es muHisyw ironilff 799,00 

FutuiC Sound A^DD Higfi gifiliCyWiVl di^iLiJd 3^.% 

ij«nlDCk ntmlale AflaO? Oi^litygi:rr'«h.^lsall Aini^i. . 595D0 

Genlocker Msgrn 4iX!'5 ProlessionaJ tuoactflsl qualily 3260 00 

h>^C I Ai^OOO SCSI ?M r-iiTi hAiM Hiirti 6\ik iX\mtti\i.t ^ W 

MasierSound Ck]aliiv^aijn(t»mpiei'&soirwar& SS'SS 




MGidcmAvlekUegat?34 
McnnorCeM I0S4S 
MrKise Amiga Bus 
Mdutf Na3(^a 
PC ErndaltK B^idQe Board XT 
PC &ni*lst(K BntJge BMfd AT 
^ips h^MQr lCMSQSS] 
PtiJipsMwiiloriCMaSO?) 

f|F3(KC Amiga Dii* Drive 
RF54ZC 5 ?& Amiga O/Dnve 
Trump Cant A^OOD 
TrLTnp Cart A500 
Vidi Amtga 
VoflKOne 



Qijaliiv?4a:}tiaijdrTfidi3n 399 00 

StsfM} fuils Amiga, Asan C&^dc 499 QO 

Th« bKl Amiga mouse' ' 59 9S 

hv^ quadly Suit Anw^ .PC 1 39 00 

inc 5 25" drirt and 3 ?*is 799 00 

irn 5 25" 1 2 mefl drive t395 00 

SwtO Jyriwafrantv^, 499 00 

Buluei loTcs fgb jmnttoc 3W DO 

?[kI paislet porr tv Am.ga' 1 49 00 

Slim exitfrdi drivL*fini'i>ll switch 19$ DO 

Use all Ehse^ C&4 drsks' 749.00 

Qua\ ity SCS I air\vti\ti 3^ 00 

AutDboot SCSI controllef .... •&5.0C 

tJcCelJCn? b/w Irarre piStJtWr pal -359 00 
VoiEe recogiiilwi hardware t sol [ware S'^.OO 



Mntse eUC Cc^dles^ SipIs Arniga and PC 

Siar Cixsdr JuysHcW AuzPi made 3 yr wananty' 

TV Timer Philips AV?300 Tuiit yorf momior inio a TV 

Utility StatiMv Prints rmunilorslarxJ 







JDyiliCk 

JDyihckSlpft Still 
jQ^lick Tk 2 
J[iy$liCkTu30 
Joystick iQoma 
Mega Modem 1234 
Mcwa;1352PCS3 



H^uy ehjly, SLflfi Ai{^ <^ilv 
Qialiiyiiudgel|Qyslick 
OualHy producl 2 yr iivariaiily 
Oualily budgei jCiy^lK^ CS4/ Amiga; 
Sleefing wNkI joyrnck' 
Quakiy 24O0tips automodem 
4^dtyfpe, $iil AnniQaarMrc 



59 95 

49 95 
?9 95 

B9.95 
399 09 



iS 1 44 uneg floppy Drive 
40[iMgh;c}XTST250RKi1 
5 ZS FIcppy Drive 1 2 nt 
^25FiC^yDriW3eOK 
CBM EGA Mon < ECA Cartf 
Haid OuRk 40 mb Qkflnltfn AT 
Jcvy^ltck AfialQ^ 1^ ISM 
Joyslick AnDlog Eiilra 
Jpyjlick Analog E<i(P 
Jo^lick QuicSahol n3Pac*; 
House CMF301 PC 
Sfflitid Bta^ef C^m 
TufileCsrd 

vGAMonta +vCACaitr 
V»if.PC 



inttfna] PVHrivB 

For all PCs upgrsK now' 

Internal Pf^ dnw 

PC;il6DK(frive 

l£ colour lb -res on your PC 

Qu^lny IBWAT typedrave 

Oualily j[i^!i1i[j( 

SiJMI*tl PC joyilrtk 

ieM|oyj1ii:lc 

l6M|QysEicfcarN]€ai4 

(Xiality rwjse and wllware pack 

Uacmilictnt PC £<hjk] add-cfi' 

Jcrysiick pon 1or PC 

25fi CAtOur^ C^ yOifi fC 

I6M PC FramfliBrabter^digilOTr 



199 95 
579 «r 
249 00 
>99 95 

799 00 
59 95 

4995 

129 95 

3*9.00 
44 95 
S^OO 
499 00 



Piices siiCi|ect lo dian^ waftaui iKilriicatian. 



AMIGA SOFTWARE 







U 


Deluxe F^in: li 


~jp dl t pilLk HtlC 


9995 


DvluxL^ Pain: S 




179 9& 


Deluxe PhDtQ L3& 


Ham linage pfocessing 


199 00 


Beluip Prim ? 


Poslers and barmefs. stjpccrjscolctfs 


18S9S 


hliucV«)egS 




189 95 


D(' Paul 3 


Ahigh quality jfapiHcsMfmr 


mss 


D5.MW Sum « 


VtHica Im^i tfignr^ new dynanic itA 


JMM 


Fan[av>^i» 


AiYimaLiwjiackage 


B9 9S 


Incrocxt Plus 




2J4 9S 


ModelaJO 


ConKCn^t JD inodefe 


8995 


Plrnisle 




89 95 


Pr^ilessKxial Qim 


Stmcti/reOgfaFi'iics Ctesigner 


249 95 


SuilDI 3D 




twoo 


Sciilpi Imrrale <0 


UlliitiSEt 3d rCndGr/SlirlSIOf 


799 00 


TVTt.lPjo 


Jmjj.'ovedliflefwilhionls 


JS9 95 


dg^DE ACTIOUm^^^^ 


J 


AniHKiifc 


- 'i«eri pan li 


39 95 


BiEinan MciinK: 


'•:■■ ihoM Baiiiian Isns 


59 95 


Sadie ScM^on 


HoJIBC SCfOliir^ Shoftl ftn tip' 


59 95 


Black Tipcf 


AicsUeMeanw 


49 95 


Cabal 


3D rambat wai game 


59 9S 


Cba»HO 


30 poJioe ca/ chase, ^et iFw Iwii guys 


"19 95 


CtewnOMania 


QuaiiiyaOpWiiegame 


49 95 


Crack Down 


SSrwt aclion 


59 95 


Ci«9Eve 


Lighl pha«r space hwnj gem? 


49 95 


Oats^totm , 


C!a55»c slirti 'tfn n>' 


49 95 




NOW vcrsiw aiis j»* agmfl 


54 9S 


Coni« book hef oes arcari? 


5995 


OiaftonWinja 


La^Kt martial an? game 


»95 


■Drajorft lair 


The artais cwnti Iwme 


B9 95 


OijjorT5U«J 


3D carloofi aclitm 


59 95 


Dtiving force 


30act»fi (Tvini whitfe rwng game 


64 9S 


[>i™miie Qvx 


Hdifioisartideii*! 


69% 


Gtiosi?. & Cobhns 


Ciamc aruM l}ti 


4995 


Gi^iitGhoSfi 


Arcade hiJ oatne 


59 9i 


Hammfifisi 


Arcad* acl«n lisfilmg 


59» 


H&iBod 


Racin^i car actum 


59 915 




Hantymiheiun' 


59.95 


IrKftansJeneSLKlCrasaa* 


&ijitleti5<lylh(ualHbesKftls 


59 95 


Inftana Jothk Tanpte Ooom 


MOSI; datiflefWS advHiCure yet' ■ : 


69 M 


JinipingJacSfson 


Musitai afcade lun 


49 95 


:K[3x 


Cruywwgsne 


49 9S 


N^F^ ^rpr 


Aciiofi iighrng 


59 SS 


fim^a Warriors 


5vp§rt{)ifllF[y accent tin 


54 95 


OpEranrwThundCflMll 


WSfaclion 


49 95 


P^^a^GuiiNerw 


Si^ieay shwl oue< 


«9»} 


Pindall Magi 


E!cctll«rpintialli}SK 


39 95 


Pipe Mania 


CrB2yiHl new game lijl' 


59 95 


RaxtbDw rsisnds 


AiraDcfHatlDnnhii 


59 9S 


Scrsintife Spirns 


Hotrewreteas£ 


<9 95 


Sitarlwoi Bea^i 


Hot arcade classic 


59 95 


Siwiob. 


.LalGGisa[iiura.i>[|«ine 


54 95 


Snoodv 


Great kid&oame 


54 95 


Sonic Boom 


Scrorimf sivoE 'em up' 


59 95 


SDSceAu 


Car1wn^Slal^ly. 


69 » 


SltfilCsflSMf 


Ckfllity 3D raDr>gi 


49 95 


Super Cars 


Great 'istfalegy car racdng 


54 9S 


Tcfl»ag&Mu3anr)Jiin3Tunl» HiK^twjn cwwef siwi 


59 9« 


Tflwer or Bsixi 


New release not revitvrtd 


59 95 


TifllM&jinjr. 


Axadecairaong 


59 95 


Typ*100n '^W^1pso^^ 


Cr^ir: fhitfiiIp \isi 


59.9s 


WiiM Maik^i 


^LtpeibkunQ 111 game 


44 95 


VftKuJer 8d^ in Mwisles Land Anadt Smash hii 


49 9S 


K[}iil 


Minew^rvot'wiiip' 


5995 


XciiOn2 


Fast cftrn-Qp 


6t.K 


Zai*. 


Hoaaiua 


5995 



AfpfinSdl 
BaiElei«ti 
Budokan 
Cattle Mssler 
ChainpiO(i£>iyi Ktynii 

CrosstMw Lesfind pi Tdl 
[h^orts Sreath 
Dragor^ ol FFame 
Qrakk>t«f) 
faery Tale 



Uniterwaier ffrapliicadvcri^urt 
^<i:e&la/iii£iad7e:injfe 
Superb new marTial aris game 
3D *ina«n adventure 
New D£D role p^'ayii^ hii[ 
WiW wi«r advwiure 
Adveflltire 3D fiS^^ 
SeficxK D&D r/a^ls 
LBIWI DSD SJf lej 
Deep&irigNn dwellers 
Aiwtiaied (*ita£y 



^5 55 
59 95 

5&9S 
6S95 

59 95 
4995 




Fuli^e 'iVais 
Hero's Q\j^ 
Hnirid i?l Shadow 
FniesraiKn 
H Cane from Oean 

Ivanhix 

Jersons 

KmgsQuesl < 

KcTtg&OuKi P3ildl3 

Letsjrt Sun Lar'y? 

Leisure Suil LajjyS 

Lewi3lliOn 

Manhi»iiei San fTancisco 

Onstaug^it 

Pirates 

P&iice Qucji J 

Romance 0! 3 Km^ioms 

Sir Fred 

Spa«tXiesr3 



Gi^ic KtvottLie [^Ki 

S«rra adveniure 

■Otf Cnt^ish dewciiife ad^w lure 

JOsci-hacNpituje 

Laiest Cinemjivane release 

Hi&tct ml adftmlurc 
&eat graphic adveniure g^xne 
Siera eji^c ativenture 
Ge$i aftfeniuiG coiietiicfi 

Looking ttx iavt 
&eal aduh 3D ath'enlure 
HOrrC* KtiOn advenliire 
Sierra sci:li adv«ilitfe 
Inttiedaysof iheiivarhoi 
Faniasnc advpitue 
Sierra poJiceadwentLae 
Epc si»d atfventme 
Kf^ play«tg M 

Diiier space Sierra 



ttffaii'feSKm 



iPtlllRATiinitfftl 



Bible ^eadi^ 
Dccovefy MadK 
DtscovHV Spellina 
FuscShaps 
Fraction Achpri 
tnjdsehool Senes 
Sold oj Amen cas 
hieliitype 
KidTaSt 
KitteCoftedHn 




Uacch 11 

Math A Mag«ci3ni 

Math Talk 

Malh ^Jlk hx.i\oi\& 

Math Wtzvd 

Mavts Beacon TeachK Typtn^. 

^zle Ssoiy Doc*: 

Bead £ Bh>rt^ 

Rh^ing Moletoc* 

SinvCiiy 

Spcl^Hjufid 

Spelter Bee 

Le&aife Trap 

Whtrt m f urtpc IS Cainion 

Where m USA IS Carmen 

WherimWcritfisCamw 



Kome Accoirits 

KinflWoid&JO 

Beruxiai ftCCOurtti PiLfi 

Pufititiiefs Clioiee 

TeKtcraft 

Yoor Famly Tree 



Cflnipieie bible text 
EitliicalHifial lun 
Edi^atiDfial lun 
Early learning 

Hucai lyial ^|h gn^ and up 
S<K games luji oi learrwg 
Hislvrital vrtjlatoi 
OualiiyrypingCurflf 
l^h ly «duca nana; sortwar e 
Ed^italiBial Imi 
Educ^tbsnal preschool age 
EitUcatt^n in progr^nvmrig 
Match shaiKs and cotous 
MalttsetkjcatKtnal 
Qualny educatigrtar 
Mc^eontrdlltis 

Iwi 
.11 lypiltglLiliDr 
Kiddies itfi early learning 
Edi^ati^^l iut It) yr olds 
Ctifktffi's lun 

Desr^ afwi itiainiam model cny 
Quai'iEv spelling 
Quatiiy spelling 
Ed(jicai<c^l gairt 
Educationial advenlttre 
Geo^ac^ etbcatior^i 
Geo^p^ educational 



Qe vJ^ Music liiar.^ ^: 

tlr tCopyi^E 'F^oiessiodal 

Df T KeytKantCor.tral Seq 

WusitV 

SvniK 

Bars & Pipe 



DanipMiiien ediior 

Midi soriwajie 

For must piodyciiai people 

Quahty midi andediEing tool 

M«w; eCil* 

Quality midiediiii^ 



59 9& 

49 95 
59 95 
59 95 
59 9B 
499^ 
1C4 95 
79 95 
4^95 
59 95 
5J95 
59 95 
59 95 
59 95 
104 9^ 
109 95 
59 9i 
59 95 



AjJvaniaue 


Qualily high-speed spreadsheet 


299 DO 


B t S T Accoiriifig 


fuliaccoyfiMttsyscefrt 


499 00 


Oay by Da^ 


HomecashflDW organizer 


69 9g 


ChGCaiC 


QLiaCiiy spreadsheet 


99 95 


ECtipS 


.SiDuciufedci^'ar; lor profnage 


359 95 


EasyleDgefs 


Acoxints payable, receivable £ aw 


595 W 


Elecupr.icDebtws 


Quality biAin»siui:tia9e 


2S4 95 


lExceflenCe 


Pfofesstonai ivord processor 


2^(Xi 


Mailsh«l Plus 


Mailitg iiji <;criirc4ief 


69 95 


Maxipian Ptiis 


Futly (eaiureti inreadsNeel 


t99 95 


Page^irearri 


Ck^Ii ly ^e^ lop {lublishing 


269 00 


PaGteSlream Fonij 


AdditKonaJ (onis 13 sel^ 


59 95 


PtoreHwnai p^ 


Oiialily flip pad; a^ 


i99D0 


Promilti 3 


Wjrqpf wiih tolouf EBid grajjhics 


?!9 95 


SBA Ca:^ 


Small tius.c^b«k 


1W95 


StriMfJe Platirwr 


Ourtlily wor^rocessv 


*9 55 


SiJperhase Perscnai 


Exceiier.| ^isbase 


69 95 


Stjp&it-ase P^i^mal 2 


Easy Kruseiiaialiase 


194 95 


SuperlBse Professioriaf 


Fully prograirmable vtrsior. 


329 DD 


System 3 


Full business managefnenr 


1^95 


TopFotm 


Quality Con^ (feSi$rvr 


13495 


VitardPE^eci 


The ull unate iwd pr««3or 


499 DO 


Worlds PfainKMvi 


3 Id 1 th>siriessi»ck 


?f9 95 



114 95 
69 95 
44 95 
49 95 

69 95 
49 95 
44 95 
49 95 
49 95 
59 95 
09 95 
H95 
!4 9S 
49 95 
4495 
49 95 
69 95 
B9 95 
59 95 
6995 
59 95 
6995 
59 95 
44 95 
59 95 
64 95 
84 95 
84 95 



Balance all ypsu tills 


89 95 


Ckialily woidplOJSUKWts graphics 


99 95 


1A^tI:l1wtler[^tlH:tlDlla£go' 




S#^..)iiKrs dip package 


15995 


ewfgel WDfd pjocessmg 


^95 


t^Efi^lcgydalati.^se 


9495 



173 95 
459 00 
399 0« 
299 95 
99*5 
.TO DO 



SPORT 



Crand iniemaiioM 
Greq Mwnun Stiari; A[;a::k 
Jack Nicklaus Com ses. 
Ja0i N<klaiE SdH 
Kick Dll 2 
Pro Tennis . 
Tennis Cup 

TV Spons f oottafi 

W4te WjiU SjKKtS 

wodd Class Leader Cktard 

Playfl Manage*: 

CytetaJi 

Grand tii}m^ 

Magic JDFirntfi Ba^eiball 

ru SpwisflKkeibaii 



Horse racmgi game 

UtEiDialeQoilganc 

Esienwn data dek 

F'artner 16 holes wilh Jack 

BesE soccef game 

Best tem^ game seen 

SpM ^reen tennis in 3Q: 

Foolbaltmamacs 

18 iBftlasHc sporisewnts 

K1 ^11 game 

Soccer runagcf gaiT« 

Fultf e spwis game wilh rotwls 

Hprse racirtg andjimpii^ 

Quail lyg^me 

OiaMy siKins gante 



4995 
59 95 
J4 95 

59 95 
49 95 

3995 
^95 

4995 
1995 
4995 
4995 

49 95 
79 95 
t9 9S 






Disiant Sjjt^ 
FltCwitBi PiW 

F16 Fakcn 

Fl$Fah:QnMFSS)Qn 0^ 
F29 Fletaiiialw 
FAta, iriercepWt 
F^nan Ficfmula 1 
FbQht Sim Scenery Disk 
fltgriE Srn^ulaloi 2 
Horse Placing 
Hunt lor hecTOctotiei 
hwih & South 
RVF Honda 
thew Fincsi Hon 



^rQridpuiiiic>siniuiaBO! 

Prdessjonal aslrcnomy package 

The tightiiMj sjnulRloi 

Brilliant comba I sirji iSniiss-ons 

MiX'Gmissic(Glorfl6 

SufKfbcomtHiE STHilaioi 

Encelierii comtHi smulalor 

CnaaCii^SinxjiaiDi 

Japai, Euope USA 

PrtPleMrtiial iJfriiSalKin 

SDaiiinHted racing (m 

SutfnarirtE SdTmlalV 

OualilyacliDfi/SHmilaEv 

MpEvbihE raciig 

Vi/'iV2 do^ inghting smulatai 



59 95 

»9 95 
54 95 
59 95 
d9 95 
5995 
49 95 
49 95 
4995 
7995 
69 9£ 
49 95 
^995 
49 95 
59 95 




c8SftllaEkSi.b 


Ari'.H.-|ig ^;lb baill[MiniJaitj4 


49 95 


VusiHlil^ 


Qualiiv hiiiofic (mlhlary v/sn 


09 95 


iaiile Oik; 


30 mmIBi Lhffis 


39 95 


JIOBto^h 


OfWW IWQ plays roie-ptayil^ 


S9 9S 


JlciwlwytB Caia Dak 




39 95 


Jiessmastef 2000 


Besl qualily 3D chess ewf 


54 9S 


Irajon Fofte 


Combal leam ^i-U 


G9 95 


dungeon Masw 


OSOWAmjallmegneHletll 


69 95 


^ijhw iUrotia 


VolMliHi 9m«' Cgmbai 5i™ia[i» 


49 95 


lillslar 


D£{]^[r^egv 


49 95 


loylK Booli Dl GaiHS 


CatdganncDllKlion 


59 95 


rtttptase 




E9 95 


rofiLftd 


Miidi-pail m England slrateK 


59 95 


.asp S<w*t 


eombal Km simitam 


64 95 


.onJolBisingSun 


QujtiifCiWiiJMie 


69 95 


iliclnmin 


3D snaiegy pame epic' 


79 95 


)ri©aa 


Oesi^ and less ywif awii lar* 


59 95 


^yipulm^ 


Cdnlitl ihii massK 


49 95 


IHligliining 


1990s wai sirategy 


64 95 


Seatiaven T0M15 


Card same collKlwn 


49 95 


Sl^im».H4 


Paiiiaiit 31] [afikga™' 


54 95 


SNilaire fUhvali? 


Qifnpitilton card games 


49 95 


SIJJ Coranam 


DewsiaMiicfieiiiuis 


S4 95 


SimiisW 


Spate SFaltjy 


49 95 


ffiflip Cattle 




49 95 


Jitira4 


Heavy OSO sliaiejv 


79 95 


torHeji 


30!(aC8Slralesy 


59 95 


Xcncmcfph 


3S si^ee ^I'smijy 


W94 



Ar^iOi^ 

Arew. 

Audio Engineer 

BAD 

Cr«S Dos 

Cygnes Ed Piofesswnal 

Devpac 

0igdnai^3 

bi^ h^ler 

Dos^Dos 

GPTsmi 

KDV 

Latli[:e C D 

Mac \Q E>os 

Me^Dos 

MegadfSk 

Modular 2 

Pedeci Sound A5«»'2000 

(hiartefback 

Siiperbfldf 



Quahly trasic compiler 379 CO 

Nfw^Oj^amming language 129 95 

PfiDgraiTfning i<Heriace tangua^e E9 95 

Quasiiysoi^dednof 214 95 

Floppy (^ Opiimiret 94 95 
Cfeale slant) alone strHware via •cons 229 95 

Head wntemsttre Sites 54 96 

Piogiantnvs'ediia 149 95 

Prc^rafimeis assembly ranguaw 179 9& 

HAM animalion loolkit 44 95 

Hi jti quality Pi«uEiiiEy 7995 

Convcf 1 1 B M/Miiga files 79 9& 

Convihs Willi Via lei l'9 9S 

Grgat new virus conErcii package ?4 95 

C ccmpHlef I 449 DO 

Fi(t transler package l^ % 

Anutts dos lutfliial T9 95 

Volf lhnitol7avait3t;4e 19 9S 

PrografTTmng I3rigua(ie ?59 95 

New veision' 22S 95 

Haid dnvc bKk t^r tool £993 

Haid disk backup 129 95 



Pfices sub}i>ci to change withoui noiiitcation. 



Title 

Midwinter 

F-29 Retaliator. 

Fighter Bomber 

Castle Master 

Champions of Krynn 

Impossimole 

Ttieir Finest Hour 

Indianapolis 500 

Leisure Suit Larry 3 

Teenage Ninja Mutant Turtles . 



TOP 20 COMPUTER HITS! 




Title 

Pro Tennis 

Kicl<0ff2 

Pirates 

Bars and Pipes 

688 Attacl< Sub 

SheniianlVI4 

Wide World of Sports Pack. 

Xenomorph 

Can Do 

Railroad Tycoon 



Amifia 



PC C64 



IBM SOFTWARE 



Ajdxfesk Aiwn;i:.:. 

DtiiuKe Pdint 2 Enhanced 

FantiiVLSion 

LooTCT Tunes PrrrscXii 

Print g»p 

Piint Sl»p lAraiy 

SplriEh 



' ■■ ■■ ^-^i^icnai graishics/arHnatOf 459 00 

Sr^ns . banners. CK &9 95 
Quality graptipcs iSHBgnef need's (doum I??9 95 

Cr^t^icS^^nunaltOn '99 95 

^r^f^FCS^ry^pfiniing 2A5b 

Prim caits. banr>ef5 sigrs 99 95i 

AddUXNial graptniu ^ 96 

VGA graphics e(Sloi 19995 



Dwiihliaa 
D<:!\£i\^ Orngoi^ 2 
Df agcpna l9ir 

iPipe Mama 
SNuJII^Hjdt Cait 
SkV Chase 
Stietl Rod 
StiAl Car ^cei 
Tcenaqe Mulanl Nu 



AiCMfeactipn 
Aicadeana^hil 
Clasac^^cade'rLin 
Crazy ^p^ smash NC 
Aithod<ey93'ne 
FaS'l.iSDIIrghlconttHl 
Gre^l hot tvi r^ir^ lun 
Si4)C(th3D[:arracii^ 
3 Tui ties Tlie CfSM oonmraiR 



69 95 
S995 

S9 9S 

59 95 
59 95 
5^95 
e9 95 
69 95 




iJMEAXiQNftL 



Cast e h(Kl& 

Charpiorrs ol Krynn 

CMtenamc Ecentgn 

CartHWl's Gequnc 

CatOradD 

Crime wav« 

DsvKi Won s«ffil Ageiii 

Die Naitf 

Dragon 'Wsra 
Driigon&di! Flanw 
Dfjf^ichefl 



ri>H: pl^yn'<g adv^niurt 
:iD(li/igEon.3(rvenl;ue 
Idlest role piavin(> D&D 
S4>p«f b action ath^niuit g»ne 
EpJc^dvcnti^E'SiHiw 
WildH'esi ■ 
VgaadvtnliKC'^fne 
Oraptiic Adventtde 'gdne 
Mor^iFacliQnadvcnti^e 
DLirgeon 2nd dragons 
Roteplay:mg»pic 
Oragons and km^K 



E^afie Tionk M?ll 

FaavTale 

1^0 & Que si 

Hil[$l3r 

Kev^ld Uaianion 

Kings Quest 4 

Kings QifGSl Triple Px^ 

legacy ol Anci^H 

Lb^iwe &HE Larry 3 

M^c Csxiie Voj! 1 
MnesofTilaji 
Nighimsie w Elm SKeel 
Pmate 

Police Oust 2 
FLsnance o( 3- Kriigtfemis 
5*eepir^ IJOdS L»e 
2pace Ount 3 
Sl5r Tr*k5 
Swwel cil AfaiFtin 
Svwd ol Samitfai 
UlEii^a S 
Uliima Tnlogy 



Kdirpr 
^Dadwffiki'e 
MewsieiiiradvHiluie 
Tunrrytnti DSO players 
FtCite pla^i^ advemiure 
Epic siHFa advAiEtir^ 
I. 2- Sol iheseriK 
DiD adrtfliure 
A lini? jiddiliOn 
Ftole [ilaying stfiwuufe 
JD:sck'tiadvtnlur« 
^^ ha-rof ffihrtniutit 
lEnaJl^l rate playing 
Si^fJAadvencLie 
Epic Sized (ole playing 
30 role play^ig quKE 
SiBra adveniure 
Bdvenlure 
tKitftcni IJW5C5 never emt 
Kirrgtu 

The deepesi yoi,' can go' 
1.2. 3tn(li«£&i« 



54 95 
49 95 

^95 
69 95 
69 95 
79 95 
6d9& 
59 95 
£9.95 
69 95 
59 95 
4995 
59 95 
109 95 
79.95 
5^95 



54 95 
&9 95 

B4 95 



FDorsEnamf 

Fimschwl SeriH 

JceAuas Aeadng Machme 

KbTs CollKtion 

Maih s Me 

Main Blaster PliiS 

Mavis Beacco Teaches Tyvig 

Once Upon A T«ne t 

PlayfOOfn 

Piczle: SlEMy Sack 

fltirynhrg ^letxK* 

SimCily 

^tlE 

StLid^ale 

type 

Where m {utcfM is Canvn 

Where in Ti*ne n CannHi 

WereinUSAsCanTiBi 

Whwi? in W«: C is Cairricn 




Wrttv C'J^iie^ Jr-c iLfi g:i'i eo 

■Educaiii^nai 

P/tMttQ lulOr 

Educational iijn 

Early learning rtaihs 

OualiEy rnaFTK tun 

Typing [uLoi 

Education 

Early ieafmng^ills 

Educalional 

Wvti sKiiis 

DiK^andooinErolaciiy 

Early leaiminii i^lls . 

Educiil 10(191 exsrm -sJtill.s 

typirjfl tutor 

Gtograpltygarw. 

Teadtes hisloty antJ getxirajyiy 

Ceijjfairtiy game 

GfL-osraptiy garre 



Greg Norman ShsrK *1 Rch GoH sunLrtatfif 

Jad< NichtaLiii Gcir CoM smnuiatc^ . 

ProTt!Pftis a«1 leflniigamesMfli 

Soccer Mioopiose Spores action 

TV SdotIs. Fmlball 3D foalbatl sfiuJalor 

wc Leadertjoar^ Real Sounfi Bess sfOii flame 

Wk% Woilij Spotis M ^eal ^ns gafnes 

WQrid Clip Sor:cer Socner ijianie 



£$i Attack Si^ 

Chuck Veaget's EIig/M Sun £ 

f15St<ihetagle2 

fi6Cc«ibal Pilot 

F1 6 Falcon . 

flD&wallhfightei 

talctw AT 

Fi^bler Botftber 

Parley DarvK^on 

HtatWavfrOn ShDi£Boaiflg 

Horso- Furring. . . 

Hw>t lof Bed OctcJiff 

mciiaiupolis 50[i 

LHX Attack Ctxipper 

Sherman MA 

Thudflidge 




sm^ 



SiAn^arine^iiriUialicin 

f^ighl simulatw 

Cornbat S'lniaSDr 

Combat srftttiKiit 

.E^tef ptanesjnii^tar 

Complex lighter simulalor 

Quality Eigtiier $in)ulaE[}r 

VolHl » 1 contbat unulalor 

MoloftAe simulativ 

Boaiiacing 

El«tlirtg ganH 

SutHnvine ^imulalor 

SCSI car rKin(t we've ir^ sten' 

Helicopter ctmal 

ZQ lar* ^imi4al(K 

Aircorrtiat 

Street racit^ sinulalor 

.SufitnarinC war games 



srrr 



84 9i 

59 9S 
S9S5 

esn 

9<9S 

ffi.9S 
79 9S 

sags 
5«% 

as 915 
S9.9S 

59 95 
»95 
Bt« 

79 95 



59 9S 
54 95 
49 95 
5S.95 
54 95 
S9»5 
49 95 
59 95 



1 



54 95 
69 95 
69 95. 
59 95 
69 95 
109 95 
6995 

es95 

5995 
59 95 
69 95 
49 95 
M95 
?9.95 
^9 95 
5J95 



AIQT^kKiJIer 

AbranE. 5a.\\i» Tattfc 

Anciefit Art ot War 

Anci^t An ol Warat Sea 

Batann or pQMr 1990 

Battle Chess 

B3ltl&1«h 

BuJcftan 

Chessnuteier 2100 

Curseal AMeBontJs 

t^ohjclAmcnca^ 

Harpdov 

Moyles B(kM oi Sanies 

LivingJiJsawS 

Ml Taili fTaioiMi 

Mccti V^mc* 

Norlh & SOijtIs 

Omega 

Pool ol n'aOiance 

Pepulaus 

Railroad TycDcn 

Solilaire Royale 

Spa«RD^ 

Slar Fteel ? 

S;iarit.i{^i 2 

Their Finest How . 

ToutTWTioil QitUgt 

Tnfnp Castit 



Tar.i; iysler^ 

Miarscraiegy 

Hislcrc sl/alegy 

HijLor^ Slralegy 

.Political wiLtaior 

.30 aniinated chess 

Sci-ii strategy 

.SUBiegy aclMin 

3D arvna ted chess 

RolcptayiriCi advEOlure 

Histwical adv 

^r^ihips srrrulaicti 

Canf game ccfivilalioci 

Jigsaw eicadist kit 

mt sKnLiator 

^Dbriitletechgarrje 

Ouahtywargjrnelyn 

DGjtgn your OMn loboi taik 

Koie playing efhc 

Play g«f Over Ihe world' . 

Busivss rdeplayiog epic 

Card james 

5pac» irMt-ing athnntuie 

SfMcestrate^gaine 

Space strategy opic 

Biilbani 3[> air combat ^jame 

Bdiflgeesme 

Colteclion or soliiaife garws 

3D hisJoricalw'arsinMlaloi 

3E tfiace stratfg^ 



mmnk 



Dosra 

MS Windows V3 

tonwi Cwnniamter 3 
Sucefcwn 



Hard [iKkul III lies 

Oualnv PC Inli 
QuftlilV KHiims package 
Pini^i gifL^ ulendar inakcf 
ftogrffnniing tanquage 
Oualiiy PC lOQI 



69 95 
E£95 

!9 95 
79 95 
G9 95 
33 95 
6S85 
54 95 

eggs 

69 95 
38 .9S 
79 95 
54 95 
69 95 
>9 95 
69 95 
5995 
54 95 
64 95 
54 95 
09 95 
69 95 
E9 95 
69 95 
G9 95 
69 95 
99 95 
69 95 
79 95 
69 95 



64 95 

zsgoo 

;49 00 
11995 
19.95 
17S95 
2:995 



Prices subjKl 10 change ttithouiftoiificaiion 



064^28 SOFTWARE 



Artisl 64 

Pr.n! S?iop 

Pim Shop Giai^i^ Libtaty 

looney Tliws Prmt KH 



Ebcade 



ACTION 



3«S5 
?S9iS 



BlKk Iigtr 


3S9S 


Cabal 


34 9S 


ChastHO 


18.95 


Craft Donn 


39 35 


CDttle Oisgon ? 


39 9S 


Ot^nwriia 


33 9S 


Dragons Lair 2 


3J95 


Oynamiic Dta 


33 95 


FarBiflnst!! 
Ghouls! GhKIs 


19 9S 


39 9S 


HSraW Fiji 


3995 


Hoi Boo 


39 95 


Imcosssmftle 


13 95 


irtftsM JMies lasl CmMdt 


39 95 


ll.»,a Sfuril 


39 95 


N"pWjmoi^ 


39 95 


Opeiai-wTfturtfiBtMli 


39 95 


PcfSJOfi Gull Interna 


39 55 


FVb Mania 


39 95 


FiainbQw i^ands 


39 95 


SorjcBoom 


3395 


Sm War! Tnlaflv 


39 35 


Slr«! fta) 


■M95 


Simi CSJ flaw 


59 95 


TuS« 


33 95 


Wird Walltef 


59 95 


Vtortdp &9y ifl Mw4tef Land 


39 9S 


XOul 


39 95 



Computer Spot 

:: {02) 638 2897. Unil 3. M«lrt) Cmlre. 36-46 SoM S). RydElmert. NSW 21 IE 
TOLL FREE (008)252130 

MAIL ORDER 

AGC CREDIT LINE NOW AVAILABLE 



^^ 



lENTURE 



BuK Taih 


39 95 


Ci^llt Ma-.l, 


39 9S 


Champiwa or K/yivi 


54 95 


Cuwai BabvlOfl 


«95 


&.! Hard 


39 95 


Eveol Horns 


M95 


faKylale 


6195 


H9jic(>illtVgl 1 


49 95 


M(anS1JK« 


39 95 


r4H]Fllmara on EI(n Strwl 


5995 


Pirales 


19 95 


SartiraiWarn* 


39 95 


Spaffflc^ue 


69 95 


Oaia Manaiir . 


39 35 


FlH1Sysl«n!' 


69 K 


Fofllmaslefe 


;i9S 


G»S! 


69 35 


KwikWriH 


2135 


MmOKiCf! 


11 9S 


Paperclip 3 


.M95 


PJnettlij PuMishet 


5195 


Supcflsase 


5195 


Superscripj 


59 9S 


SmlltJi: 




Aciw nep^ay Mk 6 


H3 95 



^^lONAL 

Aig? ^a^iei 

&|^ Qirlls G^iVEi'r 

CftailieBfiiwiiAfiC 

Funschool SenOi 

Letjer &> Flound 

Malti Sister 

Mavii Beaton Toad>efi Typing 

Sim CUV 

SS Print Kil 

tvt« 

Miere in EiHope camwn 

WsemtlSA 



Willing ArjvOitute 

Prim ft)«*i 

i«jr family Trfi^? 



AUS5IE Rt^-es FfiOtba'l 
Jac^ Nidttaus Courses 
JX^NichJausGall 
Kick Qlt 

Socter Micropigse 
rv Sports Football 
Wh^ WorU Spons 
tMrld Cup Soccer 
HBtU TM (Ml 
Pro Tennis 



59 35 
2a 95 
21 9S 
M95 
29 95 
69 «5 
4995 
54 95 
29 95 
39 95 
5195 
S3 95 
69 95 
49 35 
29 35 



39 95 
24 95 
39 95 
39 95 
19 35 
19 95 
39 95 
39 95 
34 95 
4395 



^^^^^^^ 


CKH:ft^ii9(jf5HH3N&niu.iaiOf 


3195 


f IJ Tancal 


44 95 


FtGCcr^MlPihH 


49 95 


f■^6 Hi^trtPt 


44 35 


faun Fwniula 1 


3995 


F^tEi Bombei 


44 95 


FE^t Sun'4tblCir 2 


79 95 


HcflUffneClOillfibCf 


39^ 


ProjecrSiMlifiFigitie' 


49 95 


Rfld Uvnv Rising 


49 35 


HWegy 


"J 


Ba:il8 ClKS 


33 95 


aatiKlor* 


«9S 


:ties5ma4ter 2100 


19 35 


%-!*£ PI A;i*e Konras 


3193 


DtironsWiiiiti 


44 31 


Dragon Vltiis 


39 95 


Hillslar 


5135 


Iron Lord 


39 9S 


Kiughisol legend 


iS9S 


ilratlslietcliers 


59 95 


taesa 


59 9S 


Pool ol FBdonca 


39 95 


TnmpCKlie 


53 95 


yFlm»5 


63 95 


ulntna Tiilogi 


69 95 


1541 Dilk ji ,1. 


233 00 


toionBeplayUie 


143 35 


;64BFCstSe 


3 95 


Mijtn 5^00 Pr«1« 


379 00 


)a1aselle 


13 95 


Unikm 61/126 Ketccran 


39 95 


Musem 


6935 


*Mit Par* C64 


i^ati 


?lll»BSup(>iyC64 


59 95 


Sports Pat* 064 


799 (» 


XMec Junior Printer Interface 


129 00 


Pnc A suOiCC 1 IP ckll>^ w 


thprdiiQlilicalion 



Commilti 



CITY 

ShQD a 99 Elizabeth Streel, 
Syflney, MSW 2O00 
Phone- 221 1910 

NEWCASTLE 

180 F^cific Highway, 



HiQhi 
'^■^1^'\-^ CharieStDwn (Jsw ^0 
WjSVj Phone (549) 42 1622 



PARRAMATTA 

Shop 21a. Greanway, ArcacJB, 
223 Church Slreet. 
Parramslta. NSW 2150 
Phone 991 1170 

CHATSWOOD 

ShopG9. The Gallery, 
Endtriivour SI reel, 
Chalswcrod, NSW 2067 
Phone 4192333 



BRISBANE 

226 George Sireei, 
Brisbane, QLD 4000 
Phone (07) 229 eon 



BURWOOD 

1B5 BurwODd Road, 
eucwood, NSW 2134 

Phone 7i4 aaos 



HURSTVILLE 
leSE Forest Fkiad, 
HursWiiie, NSW 2220 
Phone: 570 73333 

PENBITH 

Shop 1. Carvan Arcade, 
389 High Slreet, 
Penrith, NSW 2750 
Phone (047) 32 3377 



LIVERPOOL 

Shop 4. lAtesttield 
Shoppgl'n, MMquarie 

SI, LiueiCWOl. NSW 2170 
Phone: 601 7700 

NO FtTH SYDNEY 

Shop F1. Toyycr Square, 
155 Miller Slreet. 
North Sydney, NSW 2060 
Rione: 9549116 



MAIL ORDER FORM 


PHONE FOR LATEST A/EM 


^RELEASES 


PRODUCT/PROGRAM NAME 


COMPUTER 


CASSETTE/DISK 


QUANTITY 


PRICE 













For Software only, aM $3.00 for post or $10.00 for courier. For 
hardware, call to arrange. 

Send to: Microcomputer Spot, Units, Metro Centre, 
38-46 South Stre«l, Rydaimere, NSW 2116 

We will exercise all reasonable care in the processing of your orders but 
we accept no responsibility tor orders, monies or producis lost or delayed 
in transit. Your order will normally be processed witliin 4a hours, but 
please allow 14 working days for the fuililment of orders. Telephone 
orders are, of course, welcome, but unfortunately, COD terms are not 
available. Wherever possible, please supply a phone number where 
contact can be made within normal worldng hours, PRICES ARE 
SUBJECT TO CHAMGE WITHOUT NOTICE, DO NOT SEND CASH, 

Method of payment, tick for Cheque C Postal Order U 

Tick for Bankcard q ti^astercarijl D Visa 11 AGC D 

Credit Card No, I I I I I I I I I I 1 I I I M I 

Valid from Until end 

Name as per card 



TOTAL $^ 

POSTAL CHARGE $^ 
GRAND TOTAL $ 



Rjr delivery: 

Name 

Address 



Telephone ( ) 

Signature of cardtiolder_ 



_Postcode_ 
.Date Sent_ 




CI 28 



Getting serious about Cizs 
Fastrac/128 

Commodore's C128 is a great machirte. Not surprisingly, there are a lot of very happy users 
out there happily wordprocessing and data crunching away. Until now, there was no easy 
way to make a fast, reliable backup of important data. Fastrac/lZS fixes that problem - Phil 
Arntzen reports. 



backups 



MOST 128 OWNERS that I know 
bought their machine because they were 
happy with their 64, EXCEPT 80 columns 
would be nice, so would more storage, 
easier graphics and sound, and a faster 
clock speed. The 128 fits all these needs, 
and is not as traumatic as moving to an 
Amiga, IBM clone, or whatever. 

It is a pity, then, that until recently, 
only business software was available to 
use the extra features. Even copy pro- 
grams in the main ignored the extra 
memory. Fast-Hackem had a data copier, 
but for reasons known only to Commo- 
dore, the single copier would not work 
with the upgraded (V 5) ROM, which re- 
placed the earlier, bug-ridden V 3 ROM. 
If you were financial enough, two 1571s 
would make life bearable. That was, if 
you could buy a 1571, as they were 
dropped when the Metal Case 128D was 
released. Nobody seemed to want to 
know about backing up data disks swift- 

Fastrac/lZS has changed all that. It is 
written by that brilliant programmer 
Mike J. Henry, who brought us Disector's 
1 & 2, and later, the Fast-Hackem series. 

Before 1 go any further, it is not for 
backing up protected software. There are 
already enough programs that do that. 

Fastrac/J28 is written purely for rapid, 
error-free backups, file copying, and oth- 
er disk housekeeping chores. This is pre- 
cisely the gap in the market that was long 
overdue to be fixed. Most 128 owners 
that 1 know are running double-sided 
disks in Superbase, Geos and the like, and 
need fast, reliable backups. 

Why a data copier, and not a nibbler? 
If an error occurs on a work disk, it can 
sometimes hang up the program, or, in 
the case of Superbase, require an experi- 
enced operator to recover the data, by ex- 
porting the data either side of the error, 
and cither attempting a repair by a disk 
editor, or by manual records, replacing a 
faulty record. 

A nibbler will merely make an exact 
copy, warts and all, and in some instanc- 
es, throw in a few of its own. A data copi- 
er, on the other hand, will read an error 
riddled disk, and write an error-free 
copy. 

This doesn't mean that you are out of 
the woods yet, unless you are very lucky. 
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In most cases, the error may not have 
been the checksum, rather an error in the 
data itself. This will make the record 
readable, but it may ne«i correction, as a 
letter or two may have changed in the 
process. This is far easier to repair from 
this point. 

The modules 

• All modules except the monitor al- 
low access back to the Main Menu, Direc- 
tories, and disk commands. Those who 
do not own an 80 column monitor can 
still use it in 40 columns mode, but some 
operations will have screen blanking for 
maximum speed. The main menu is im- 
pressive looking, but uncluttered and 
functional. Pressing keys 1-6 will load 
the desired module. 

The data<opier comes with the op- 
tion of single or dual 1541, and 1571 copi- 
ers. Once loaded, the destination drive 
type can be changed, for those who may 
be running a 1571/1541 combination. If 
so, the copier will automatically bar out 
the both sides/bottom side options, leav- 
ing a single sided (top) copier. The copier 
auto-senses all it needs to know, and will 
run in 2 MHz mode if the copier was 
biooted with the 40/80 column display 
key down. It will auto-sense the presence 
of a ram expander, and will recognise all 
of them (1700-128K, 1764-256K, 1750- 
51 2K), and use the extra memory. It will 
also sense if there are 64K video chips in- 
stalled, (standard on metal case 128D) 
and use these as additional storage. 

Empty tracks are sensed, resulting in 
fewer passes with half full disks. If a 
ram-expander is installed, most disks are 
backed up in one pass, eliminating the 
need for a second drive. Write verify can 
be toggled off, gaining more speed if 
wanted, and all read errors will still be 
reported, I personally would only do this 
on non-important data, and good quality 
disks, where the chance of a write error is 
minute. 

The fast file copier is very intelligent, 
automatically setting the interleave to its 
optimum for the destination drive. This 
is 1541-10, 1571-6, 1581-1, for standard 
drives. Systems such as Jiffy-Dos, which 
prefer smaller interleaves, can have their 
optimum interleaves set on the menu. 



Sub-Directories are supported on both 
the source and destination drives, for 
1581s, A unique feature of this is that ac- 
cess is offered beyond the 1st level of 
sub-directories, without having to select 
in one level at a time, as is the case with 
the Maverick copy program. 

All extra memory is utilised, and the 
buffer size is 2128 blocks with the 1750 
Ram Expander (532K buffer), handling 
most tasks in one pass. The destination 
disk can be fast formatted from the menu 
(8 seconds for a single sided disk), and 
files can be scratched from either drive, 
without having to toggle the source 
drive. Either directory can be run up, and 
disk commands can be sent to either 
drive. AH files can be (T)oggled on from 
the copy menu, or- selected with the space 
bar. 

The directory editor is a real gem, and 
works on all drives. Sub-directories can 
also be edited on 1581s, An input/output 
buffer system is used, in which files can 
be selected by space bar or (A) II files. Se- 
lected files can be sorted, or moved to the 
other buffer. Once the input buffer is 
empty, the finished directory can be writ- 
ten back to the disk. 

Confirmation is required, to prevent 
accidental destruction of the directory. 
When (E) is chosen, you are able to re- 
name the disk, change the ID with up to 
five characters (Cosmetic only), alter the 
filename, filetype DEL, SE(2, PRG, USR, 
REL, SUB (cosmetic change only), and 
lock or unlock the file. Of course, chang- 
ing the filetype does not affect the file it- 
self, I have not found a better directory 
editor to use, 

A 1581 duplicator is available in both 
single and double drive modes, and is 
the same to operate as the other data cop- 
iers. The extra memory is supported, al- 
lowing a 1750 equipped 128 to back up a 
full disk in just two passes, A 64K 
equipped 128 can do this task in five 
passes. This is much better than the 10 
passes, 10 minutes copier that comes 
with it. 

A 1571 MFM copier option is availa- 
ble to most users. Due to hardware in- 
compatibiUties, it will not run on the in- 
ternal drive of the metal case 128D. Those 
with the plastic case model, or with an 
external 1571 drive are 0,K, The menu al- 
lows access to both Commodore and MS- 
DOS directories, and allows formatting 
in MS-DOS on the drive. 

The filler byte is user selectable, with 



CI 28 

a default of $F6. Both MS-DOS mode, and track in- 
dex can be toggled on/off. CP/M disks can also be 
backed up this way. The device number can be 
toggled, if needed, by those who have the metal 
case 128D with an external 1571, 

Two machine code monitors are supplied, re- 
siding at S1300-$2AFF or $6000-$77FF, as required. 
The monitor is an adaption of the Super-C64 Mon, 
but has the valuable addition of The MMU status, 
and Bank selected in the register display. This 
makes it the best monitor by far for the 128, as you 
don't have to Memory read these two important 
values. 

Drawbacks 

• I would like to have seen a partition creator 
for the 1581 drive, similar to the one in 1581 Tool- 
kit. The directory editors are almost identical, and 
they are from the same company. I feel that this 
should have been there as either a stand-alone 
module, or on the file copier menu. This is a criti- 
cism that really is aimed at all the current copiers, 
as none of them enable you to create a partition 
from the file copier menu. 

Also, a create Autoboot option would be great, 
giving the option of a 128 mode Autoboot, or an 
Autoboot that would go to 64 mode, then 
Load"*",8,] with the program selected being auto- 
matically shifted to the beginning of the directory. 
It can be done manually easily enough, so it 
couldn't be too hard to be done. The Gcos demo 
disk is a good example of a 128 Autoboot to 64 
mode, then running a program. 

This is an exceptional package, and a mandato- 
ry purchase for all 128 owners. The auto sensing of 
memory makes it impossible to forget iising the 
memory attached, and the speed of copying makes 
it second to none. 

Although Fastracjl28 is not difficult to back-up, 
do not be tempted to rip it off. The lack of software 
for the 128 is a consequence of lack of software 
sales, and as such, tell your friends to buy their 
own copy. That way, we'll see some more software 
from this, and other programmers. 

Review copy from Briwall Australia, Ph (06) 
288 0131. Price $46.00, 

SPEEDS: Times in brackets arc Maverick Copier 
{for comparison only) As Maverick does not do a 
double sided data backup for 1571 disks, no com- 
parison time is given for these. These times were 
done by stopwatch, and are read /write times only, 
and do not include time taken for any disk swaps, 
and are expressed in MINUTES,SECONDS, eg 1 
minute ,03 seconds. 
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Singfe 1 S41 Drive (Single side 


2,07 no verily 


1571 times) 


3.25 with verify 


1 .03 no verify 


3 passes 


1 ,40 with verily (1.52) 


Single 1581 Drive. Ram 


1 pass with Ram Exp, 2 passes 


Expander 


otherwise. 


3,14 no verify 


Singie 1571 Drive (Botli sides) 


4.33 with verify (6,04) 


Bam Expander 


2 passes 


1 ,57 no verily 


Singie 1581 Drive, 64K video 


3.06 with verify 


chips 


1 pass 


3.30 no verily 


Single 1 571 Drive (Both sides) 


S.lOwith verify 


64K video chips 


5 passes 
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AMIGA ACCESSORIES & HARDWARE 

A500 BB504 INT, MEM, BASEBOARD 449.00 

1 Mb Populated, Expandable to 6,5Mt) 

A500 BBS04 INT. MEM, BASEBOARD 269,00 

Unpopulated. Expandable to 6.5Mb 

A500 POWER PC BOARD 799,00 

CHIP PACK. 8 256Kx 4 DRAM CHIPS 199,00 

RADICAL MIDI (Microdeal) 69.95 

RGB COLOUR SPLITTER 249,00 

COMMODORE 64/128 ACCESSORIES 

APROTEK COM-MODEM ADAPTOR virjth 39.95 

ON/OFF switch. Allows use of most standard modems with C64/128. 

APROTEK 5250 USER PORT EXTENDER CABLE 24,95 

IBM TO CS4 ADAPTOR 79.95 

Allovi/s use of C64 dedicated printer with IBM PC compatibles. 
Includes cable and 5.25" sofhAfare, 



COMMODORE 64/128 SOf= TWARE - LEISURE 




Disk version only, unless stated. 




ALL DOGS GO TO HEAVEN 


29.95 


ALTERED BEAST . 


39.95 


BLOODWYCH 


34.95 


CHAMPIONS OF KRYNN 


59,95 


FLiMBO'S QUEST 


39,95 


FS 11 SCENERY DISK #7 


44,95 


U,S, Eastern Seaboard - Washington, Miami, Jacksonville 




FS II SCENERY DISK #9 


44.95 


U.S. Mid- West - Chicago, St, Louis, Cincinnati 




FS 11 HAWAIIN ODESSEY DISK 


44.95 


FS II JAPAN SCENERY DISK 


44.95 


FS II SAN FRANCISCO STAR SCENERY 


44.95 


FS 11 WESTERN EUROPEAN SCNERY 


44.95 


MAGIC CANDLE 


69.95 


MIGHT AND MAGICII 


69.95 


NIGHT MISSION PINBALL 


24.95 


SECRET OF THE SILVER BUDES 


59,95 


STEALTH MISSION 


24.95 


THUNDER CHOPPER 


24.95 


UP PERISCOPE 


24,95 


VENDbllA 


39.95 



Available at selected Amiga Software Dealers. 

Distributed and Supported by: 

Computermate Products (Australia) P/L. 

9 High Street, Mi Kuring-Gai, N.S.W. 2030, 

Telephone: (02) 457 B3S8 Fax: (02} 457 8739 



Commodore and Amiga Review 29 



Desktop video column • Desktop video column • Desktop video column 



Amiga Desktop Video Guide 



IN THE USUAL sky-blue Abacus cov- 
er, Guy Wright - the frizzy haired found- 
ing editor-in^:hief of Amiga World takes a 
long stroll around the NTSC world of 
desktop video in America. However, de- 
spite the slant toward a video standard 
disappointingly poorer than our own 
PAL television, the Abacus Amiga Desk- 
top Video Guide is an invaluable addition 
to the serious videophile. 

The book begins by tackling the vari- 
ous terms likely to be encountered, A 
strong warning under the definition of 
PAL states that PAL and NTSC equip- 
ment and software are not compatible. 
Too true - when buying for video use, be 
sure you get PAL. NTSC versions of pro- 
grams such as Elan Performer are distrib- 
uted and sold in Australia. NTSC soft- 
ware will not allow graphics to be 
displayed in a large black band covering 
about one fifth of the bottom of your dis- 
play. NTSC software is therefore fairly 
useless for serious video work. 

Chapter two examines the various 
video tape formats, and assorted players 
and cameras. Concepts such as Flying 
Erase Heads are clearly explained. Most 
of the hints and tips are perfectly valid 
for PAL systems - although there are 
some gaps in the range of hardware men- 
tioned. (Have a read over back issues, 
and in the 1990 Amiga Annua! for articles 
by Peter Ward on the subject of Desktop 



by Andrew Farrell 

Video for further local application.) 

The section on Genlocks covers all the 
principles of operation very well - how- 
ever, it has dated very quickly, and there 
is no mention of some of our local fa- 
vourites such as the Neriki desktop - 
which is available in the United States, 
Another new entry which is excellent val- 
ue comes from ACRE Industries in South 
Australia. At around $800 the ACRE 
AGS-20 is excellent value considering the 
high quality obtained. 

Digitising techniques are explained 
wonderfully, along with frame grabbers 
and buffers in chapters five and six. Once 
again, there is little local relevance when 
it comes to specific models being men- 
tioned. Many of the grabbers and buffers 
we see in Australia are sourced from the 
United Kingdom - such as Vidi, and Su- 
perPic. 

A brief software guide follows, with 
some handy tips on what to do and not 
do to make a success of your video pro- 
duction. Animation is covered briefly - 
once again, the information is now rather 
out-of-date with so many new animation 
titles released recently - and even more 
about to arrive. However, many of the 
basic ideas are very well explained. 

Chapter Eight looks at video-titling. 
Everything here is worth careful consid- 
eration, and 1 found some great tips on 
keeping your titles in a workable format. 



All the programs discussed arc available 
for PAL application. Following the pro- 
duction process, Guy Wright covers the 
music side of a video too. A lot has hap- 
pened since he wrote this section, espe- 
cially in the field of MIDI music. 

The remaining chapters contain the 
really meaty practical advice on putting 
all the elements together, as well as a 
look at digital video effects and advanced 
techniques. There's also an indepth run- 
down on the different types of hardware 
add-ons which can improve results even 
more, and a guide to availability in the 
United States, 

Overall, the Amiga Desktop Video 
Guide contains some very practical and 
useful information. Be careful about 
some of the product recommendations - 
and check around for new releases before 
following purchase advice. Guy's advice 
is great for getting a grounding in the 
terms and processes of desktop video 
production. Once you have all your 
equipment together, you'll refer back to 
his advice many times. 

Abacus books will soon be easier to find 
thanks to a new bookstand which should be 
appearing in your local Commodore dealer 
about now. 

Publisher; Abacus 

Distributor: Pactronics (02) 748 4700 

RRP; $39.95 



AMIGA BUREAU 



Laser 
printing 



Desktop Publishing - File Transfers - Software 




Australian distributors - Prices are RRP including tax 



Consultron 

CrossDOS $50 

The MS-DOS andAiari STJile system for the 
Amign; access from standard Amiga applications 



300c[pi postscript laser & colour separations 
Amiga software distribution & support 
File conversions Amiga/IBM/Mac/Atari/C64 
BBS tor prices, news, files; set dial 60 sees 
DTP, graplnic art & scanning services 
Major Amiga packages supported 



CMF Software 

Contact $60 

Memory-resident phone diaitin^ & address 
labial printing titiiiiy with A-Rexx port 

CalcKey $40 

Memory-reaident caiculntor; cUphoard support 
to send results directly to your application 



ASDG 

Professional Scania b $1300 

interface card, cable & software for 
Sharp high resolution catour scanner 

Dual Serial Board $320 

connect & use 2 serial devices at once 

RESEP24-bil colour for FFage $70 

Face II disk accelerator $40 

CygnUS Ed fast text editor $120 

The Art Department $130 

24 -bit image processing naftvare 



PO Box 3053 Manuka ACT 2603 
Message Line: 06 - 239 6658 
Bulletin Board: 06 -239 6659 



^or details and prices cmH 
our 'B'BS or ask. for our 
kafCet. We are on fine 
most hours / 7 days. 



BHiWALL AUSTRALIA 



BUSINESS HOURS 

Mon to Friday 

9AM to 4.30PM 



PO BOX 9 
RIVEH ACT 261 1 
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FasTrac 128 

The fsst&s: J571/i54J an tf?fl irrarffe; 
Lfuft a! ihsss iealures 

1 . Suppcf ts any Commodore com pa^b^e drrv^ 

2. H^ mofiita - Explore computflr or rffive mwvofy 

^. Edit 5 TA-Ofgariisd Mi'i dractny 

d. Fast capy standard ISIU (fisks 

5. I5fir Oupticalw : J(ra ^st single^Ajai badupe 

£. 40 or 80 colLoin dispJaye 

7. UISl$9s 64K vf d«a ram and lh€l20's fast burst 

mode &. Aulo sensoe arid usee Ram Expaniders 

9. WMtten in machine Fan^uage for uirim^ta 

paformancs. 

Plus Many More Features 

Reviewed in this issue of this maga£in&. 

All this for only $46 



Home Designer 

Home DesKlfief CAD 128 
Given glowing raiings by every major Commodore 
magazine, Ihrs CADsyslem oulciasses eve^ oth- 
er CAD program, be Muse ol its otiject-based de- 
sign. With over BO powerfui commands, 5 drawing 
iayers, snjerb support ot library Ngures and laser- 
quality prinlouls at A^JV scale on yourdol matrix 
printer or plotter, you can creals drawings so ao- 
r:urate that a bluepriirt can be made from them! 
Tired ot wording with poor qualiry/inaccuraie prinl- 
outs, manipulating little dols on a bit-map, giving 
up on dataiied work because you can! zoom in 
cbse onougli? Join the professitsnals! 

only $59 rnQuse or joyslick required 
Engineering Library disk availabe now $19 



24 HOUR SERVICE 

PHONE: (06)286 0131 

FAX : (06) 288 0337 



AMGA 



Doctor Ami.. 

Doctor Ami,, isamemoryaod 
hard drive diagnostic program that performs so- 
ph^licated, low level tests on your Amiga syslerr. 
It uses a lull intuition interlace with simple, clear 
controls and displays. 

The program scans the syslem for all mamory 
- including on board; expansion and acceleralor 
memory. Tests regions ar>d displays error list ol 
bad memory local ions and generaies an error fite, 

Allowsusertopalchanyliieortthehatddrive 
using ihe bad sector. Sectors with errors are re- 
moved from the black availability map so that they 
will not be accessed. Can also be iisod to lormal 
domaged flpppies: eitamine any mounted drive 
device etc etc. A MUST lor all Amiga owners. 
IWTROOUCTORY Pf^lCE ONLY $55 



BARMEY BEAR 
GOES TO SCHOOL 

GrBi« new cotourtui muscat game forchiklten 

ifledS-aforalitheAmigas 

Young children can play by simpfy pointing and 

clicking - even without adult supervision. Walcfi 

as yourchikfren have fun learning counting 

games; tti« alphabet: colours: shapes, toys; all 

with accompanying sourKis and descriptbns 

ONLY $34 

Special Introductory oiler 

Order Barney Bear for SM and get "The Last 

lr)ca' a great teia adventure game (or Mum and 

Dad lor ONLY $6 

Thaf s right!!! Only $40 for these two great titles! 

Hu rry while stocks tasti 



Listed below is a sampling of our great range of products at excellent prices. We currently tiave over 1000 Amiga products (growing daily) and 
a great range of 64/128 products (over 400) to cater for your every requirement. We also stock a large range of utilities and books, and we 
auarantee all our oroducts. Droo us a line, or Dhone or fax us for our free cataloaues whicfi include latest oames and educational programmes. 
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Amiga 



Utilities 


I7b0 Ram Eipanda 


42:3 


1M1/1S71 Olive Alignmoflt 


44 


tSBt Toolkit 


W 


A!iS«mbl9r/Monitorre4 


eo 


^sicS 


4S 


Basics Toolkit 


7S 


Basic Compiler 1J8 


90 


8asic Compiler £4 


n 


Bg Blue Rsadei $iH2i 


es 


CPIW Kit 


» 


Cobol1!8 


5S 


C0b!)l64 


56 


GncmeKJ164/ia 


ss 


Maverick CapiHVJ 


50 


[Xgitalka 


3S 


Super SrHpshotSw/Cija Disable 


110 


Super Snapshot V6 


93 


SysHES Ent«ncs[) 


M 



Bscka Base tor GsosM 


72 


DeskPekl^Lis 


45 


Fonlp* Plus 


4S 


G£OS64v,2 


S9 


GEOS.pro^ranimer U 


110 


GEOSVKrile Workshop M 


87 


Geoalcia 


S6 


Geoc3ic64 


67 


GMKtiarl64 


4S 


GsoSle 1^9 


» 


GwSleM 


57 


Gacpublisti (4 


a 


G8tBl2Bv2.0 


100 


GeiBped Mnss 


45 


VfaipMi^ien 6tnm 


BO 



Books 



1001 Tilings to iJowiih Amiga 
AMIGA Desktop Video 
Amiga G-atlvaTc«l Ptogrammesn- 
Ami^a BASIC tnsida & Oul &30»^ 
Amiga ^chim Lar^guaga BhA 
Amiga Systsm Prgrmmrs Guide 
Am^d Tips & Tricks Book 
Amiga for Begirviars 
Mof* Amiga Tips i TiicJ^ + 



General Business 



Boolts 



Sup9rt>as&Th&EockW/138 

JW\ n Ci ikB$ 1 J3 Ccm per diym 1 



Accessories 



ApftHfi^ i Slot Cartridge Haoer 
Warpspsed 1 2$ 
Super Gf aphix Seni« 
Vidw Ram &4K can. ful 



Creativity 



Animalion Stadwi 

fmiel Haksr Plus/C64 

Homg Desi^fia 128 

Home Designer /Circuit Symtiot tit) 

Newsm^er 12fl 

Spffitrum 1 2& 



45 

40 



72 

145 

9C 



129 

M 

69 

19 

4j 

49 



General Productivity 



Pocket Filer 2 79 

PctetPlinnwE 79 

Pocket Superpafc 2 145 

Pocket Writer 2 84 

SBCUrily Analyst 128 70 

Siiperbas8t29-V3 90 

Sup^base G4 59 

Supflasa^soptrBook 1 2S Pak 1 30 

SuprtHsa^Vsapl^i* 64 Pak 110 

SlJ(i«scti|)t 12S 9C 

Supersoipt C64 59 

Technioat Analysis System 128 65 

TKnnicalAnal^5^y5lern64 58 

Vilofilpfo 1 28 wiSpeliw w/RlepJO 79 
Wcrc^o 64 w/Spieller w/TurboLoad 79 

VIlHlar 128 69 

Write SluffS4 40 

Writs Sufi 84 w/Tik 49 

Write Still CI 23 Veislai 49 

V1li*ril8l28 59 



(;ityclsskV2.0 

Data Retrieve 

Data Retrieve P^ofessk^ruJ 

Easy Lodgers 

EjtceJence 

Uaxlplan Plus 

Pen Pal 

P,H.A,S,A.R,v3 

Su^Pase Personal 2 



Educational 



Ltfikwofd; Frencsti 
Unk^^ed: Gorman 
Unkword: Italiar 
LinS^wordL Sparash 
Mdti'Ama(on[Coll«|e} 
bldvis Q^aixn Typing 



Entertainment 



Ft6 Combat Pilot 
Fast Break 
Grand Ptis Caajit 
Gynshlp 
Hollywood Stnp Pokef 



105 
360 
422 
289 
305 
198 
129 
210 



43 
43 
43 
43 

ae 

75 



LeaderboardTajmamer^tDiek 27 

LicerKe h> Kill 50 

Planet of lAJst 49 

Rmta III SO 

RolxKop 65 

SmClty 70 

TkI Drive II -Ttie Duet 59 

Test Drk-e Soenay Disks (ea*) 29 

Tom and Jerfy 49 



Creativity Graphics 



Award Maker Rus tH 

Dehji Paint V3.0 229 

DigiPainlVJ 170 

Digivlew 3,0 289 

DlgiviewGd(lt»A5(nMIOOI) 289 

Diredor 110 



Utilities ' Languages 



64 EmsJator artmiga 500 86 

64 Emulator 4rAni[ga ItlCO 86 

Amikit 58 

AmigaMgnmentSyslem 49 

ArrexK 72 

Assempro 143 

DOS-MXJS 79 

DSM 97 

Dlsfc.a-Disfcvai 72 

Mac Enmlata 255 

FtawCopyV1.3 85 



ound Music 



55 UrTKCSV,! 329 

aO Sytiltila Pro 3S 

50 Dr T Midi recording Studio 95 

72 SynWa 143 

60 Music X 429 



RED HOT 
AMIGA 

SPECIALS 

BLANK 3.5" DS/DD 
$1.50 EACH ANY 
QUANTITY 
AMI ALIGNMENT 49 
ARREXX 72 

PRO WRITE 3 180 

AMI KIT 53 

WORD 

PERFECT 299 

ASSEMPRO 143 

DIGIPAINTV3 170 

DIGIVIEW 

GOLD V4 289 
EXCELLENCE 289 
PROFESSIONAL 

PAGE 479 



ORDERS: Please make cheques payable to "Briwall Australia" and mall order to: PO BOX 9, RIVETT ACT 261 1 
AH In stock Items shipped same day. Please allow 14 working days for delivery of out of stock Items. 
Should your product be faulty please return disk only & copy of receipt for immediate free replacement 
COD also available. Prices are subject to change without notice. 



NAME 

ADDRESS 

CITY 

DESCRIPTION 



..PH( ). 



..STATE . 



POSTCODE 

QUANTITY 



EACH 



..COUNTRY 

TOTAL 



For complete [1st of products & prices , please lick ( ) 



BWCAHD/MASTEHCARD/VISANO: 



EXPIRY DATE 

/ / 



Cheques payable to Briwall Austratia 

SIGNATURE: 

COMPUTER TYPE:: 

SUB-TOTAL $ 

POSTAGE $..,4,00 

GRAND TOTAL., $ 



C64 



C64 Qraphics & Sound 

Programmable Characters 

by Greg Perry 

Yet another instalment for C64 BASIC programmers. By now you'll have got your feathers 
wet - are you ready for some custom programmable characters? 

All Commodore computers have two complete character 
sets available from the keyboard; upper case and graphics, and 
upper and lower case. Each set contains 256 characters but half 
of these are repeated characters with the foreground and back- 
ground colours reversed (reverse field). 

The C64 stores the actual pattern of dots which make up 
each of the 512 possible characters in a "character generator" 
ROM. This is a 4K block of memory starting at location 53248. 

Let's have a closer look at how characters patterns are 
stored and displayed on the screen, Then we can design some 
new characters of our own. 

Characters may be displayed on the screen in two different 
colour modes. These are: 

1, Standard Mode: where each dot can be either in the char- 
acter colour or the background colour. 



2. Multicolour Mode: where each dot can be one of four 
possible colours. 

For the present discussion, wo will only use the standard 
character mode and consider the characters to be drawn on a 
blank screen (as with the Commodore PETS). Multicolour 
mode will be discussed later. 

If you look closely at each character on the screen, you will 
see it is made up of an eight by eight pattern of dots. Each of 
these dots is called a pixel. (Think of them as small light bulbs.) 

Type a capital A and look closely. 

It is made up on this 8X8 grid by Figure 3.1 (below). 



GRAPHICS PALETTE 

The Graphics/DTV disk-zine for the Amiga 

presents *F eature-Ou-A-Floppy!* 

All the foims required to prcxluce a motion picture . . . 

This 2-Disk Set contains OVER One Hundr ed 
individual forms, such as . , . Script, Treatment, Synopsis 
and Storyboard formats. Daily Production Reports, 
Breakdown Sheets. 

Camera and Sound Sheets, Location Agreements, Artist 
and Crew Deal memos. Contracts, Continuity Report, Extras 
Details, Daily Assistant Director's Report Sheets . . PLUS 
MANY MORE! Each form is supplied with explanatory 
notes. 

Also included is a FULLY DETAILED Feature Film 
and Video Budget! All the fonns are 'printer-ready' and can 
be supplied in cither ASCII (text), or Professional Page 
{V1.3) formats. To aid the DeskTop Video buffs we have 
included a set of 'System-Lineup' images, as well as several 
other helpful screen utilities to get you up and going. 

^Feature-On-A-F loppy! ' 

ASCII (text) format - $24.95 

PPage (vl.3) format - $28.95 

{Cheques/Postal Orders Payable to Fromate Pty Ltd) 

Available from . . . 

FROMATE Pty Ltd 

P.O. Box 584 
BOX HILL Vic 3 128 
Phone: (03) 808 7036 
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BITS 




DECIMAL 


00011000 


= 


21 


00111100 


= 


60 


0110O110 


= 


102 


01111110 


= 


126 


01100110 


= 


102 


01100110 


= 


102 


01100110 


= 


102 


00000000 


= 






rttttttt 

I 64 I 16 I 4 I 1 
128 32 a 2 



Each pixel (or hght bulb) may be either on or off. By the 
convention on = 1 and off = 0, each row can be converted into a 
pattern of Is and Os as shown on the right-hand side. (That is, 
eight bits for each rov/.) 

Wc are about to enter the world of binary numbers. If you 
did not read the section on binary in Chapter 1, section 1.4, 
now would be a good time! 

Since binary numbers are to base 2, the numbers on the bot- 
tom of each column above represent the power of two for bit in 
that column. The number equals 2^BN where BN is the bit 
number 0-7. The next step is to convert each binary number to 
a decimal value. The first row is made up of 

0x128+0x64+0x32+1x16+1x8+0x4+0x2+0x1=24 

The other rows are calculated in the same way to obtain the 
corresponding decimal value for each row. 

From Chapter 1, section lA, you will remember that eight 
bits are grouped together into a block, called a byte. Each 
memory location within the computer's ROM and RAM holds 
one byte. 

Using this system, storage of our character pattern for "A" 
requires eight rows of eight bits meaning eight bytes of memo- 
ry. Therefore to store the two complete character sets with 256 
characters per set, each character eight bytes long, takes 2 x 
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C64 

2048 bytes or 4K of ROM. This ROM is located in memory be- 
tween location 53248 and 57343. (The C64 accesses only one 
character set, a 2K block, at a time.) 

If we look at this character generator ROM, somewhere we 
will find eight successive bytes containing the numbers 24, 60, 
102, 126, 102, 102, 102, and giving our pattern for "A". In fact 
the actual position in the ROM will be related to the screen 
character code for the character. 

Where is all this heading? 

An important feature of the C64 is that the user can tell the 
computer to select the pattern for each character not from its 
ROM area but from an area in RAM. Since RAM memory can 
be changed by the user, a completely new character set can be 
defined with appropriate programming. 

To understand how this can be done, first we must take a 
brief look at the operation of the VIC 11 chip. The VIC II chip 
controls the organisation of all the video output - the RAM (or 
ROM) locations of the screen, sprite, and character informa- 
tion. 

The VIC 11 chip can access only 16K of memory at any giv- 
en time. In the computer's total memory of 64K, there are four 
such areas called BANKS, numbered 0-3. The screen liAM, the 
character dot patterns, and the sprite data must all be in the 
same BANK of RAM. 

Normally, BANK is selected. This is the area of RAM 
from 0-16383. If you look at the memory maps, the screen nor- 
mally lies from 1024-2047 (including sprite pointers). However, 
the character generator ROM is permanently located at 53248 
upwards and not in the required area. How can this work? The 
C64 takes care of the problem in an interesting way. In some 
BANKS (0 and 2), a copy or "image" of the character ROM ap- 



pears. In BANK this image appears at 4096 upwards. (It is 
"invisible" to the BASIC RAM which occupies the same loca- 
tion!) 

Let's hope that you are not too confused by now. We'll con- 
tinue with an explanation of how the VIC II chip locates every- 
thing. 

There are three pointers in higher RAM which control the 
BANK seIectionsv<and the screen and character locations. 
These are in two memory locations. 

1.57567BANKselection 

2. 53 2723creen /C h aracterl ocatio n 

We will leave BANK selection until later, leaving it set as 
normal (to BANK 0), giving access to RAM at 0-16383. 

Location B at 53272 contains two half bytes. The left half, 
bits 7-4, encodes the screen location and the right half, bits 3-1, 
controls the location of the character patterns. (Bit is not used 
and always set to 1 .) 

A simple demonstration. When the C= and shift keys are 
pressed together to change between character sets, what is ac- 
tually happening is that the pointer in bits 3-1 of location B is 
changing between the two 2K "images" of the ROM. This is 
equivalent to 

POKE53272,21 :uppercase/gr3phics 
POKE53272,23:towercase/uppercaso 

Try it. 

Beware; This location also controls location of the screen 
memory. Try some other value and the screen will become a 
meaningless series of dots! Try it. (Use RUN /STOP RESTORE 
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to return to normal.) Character sets may also be swapped by 
PRINT CHRSa4) and PRINT CHR$(142). 

In a similar manner we can change this character pointer to 
a user defined character set in RAM, Let's see what happens if 
we select the character set not from the image at 4096 upwards 
but from another area of RAM, at 12288 upwards, for example: 

POKE53272,29 

The screen display promptly turns to meaningless dots! 
Why? Because we are now selecting the character dot patterns 
from location 12288 upwards but there are not yet any specific 
patterns in this area! Use RUN /STOP RESTORE to reset things 
to normal. 

We must create a new set of dot patterns for our characters. 
This is not as difficult as it may seem at first, since it is not nec- 
essary to create a totally new set of 256 characters. If the old set 
(or the part we wish to use) is transferred to the new RAM 
area, we may selectively change only those we want. 

To transfer the ROM character set starting at 53248 to the 
new location at 12288 is made somewhat complicated by the 
way the C64 operates. The character ROM actually underlies 
the SID and VIC II chips and is not normally available. That is, 
a PEEK to the location will read one of the other chips and not 
the character ROM. 

To access the character ROM, first we must switch the 
RAM out and the ROM in. This is done in the input/output se- 
lector of the main 6510 processor in location 1 by 

POKE1,51 



After we have read CPEEKcd) the character ROM, the C64 
must be reset to normal operation by 

POKE 1,55 

There is one problem. POKEing this location upsots the 
C64. Fifty or sixty times a second the C64 performs an opera- 
tion called an interrupt, where the computer temporarily sus- 
pends whatever it is doing and proceeds through a number of 
operations including scanning the keyboard, updating the 
clock, and so on. If this pointer in location 1 is not set as expect- 
ed when an interrupt occurs, the computer normally "crashes", 
meaning it has to be turned off. 

Whenever location 1 is to be changed by a user program, 
first the interrupts must be disabled. This is done by 

POKE56333. 1 27(interaiptsoff) 

When the desired operation is completed, the interrupts 
must be returned to normal by 

POKE56333, 1 29(intenuptson) 

If this is not done, the keyboard will not function. 
The steps in reading the character ROM are then 

1 . Disable interrupts 

2. Switch RAM out and ROM in 

3. PEEK ROM locations 

4. Switch RAM in and ROM out 

5. Enable interrupts 
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This is all done in the following program which will move 
the first 128 characters from ROM to RAM at locations 12288 
upwards. It can easily be adapted to move any number of char- 
acters. 

Program:MOVECHARACTERS 

10REM(C)GREGPERRY,BRISBANE,1984 

100REMPROGRAMMABLECHARACTEBS 

1 10POKE53280.2:REMREDBORDER 

120PRINT"ICLR,DOWN4]PLEASE[SPACE]WA1T" 

130IN=56333:CB=12:B=CB*1024:CR=53248:CP=53272 

140POKEIN,127:REM1NTERRUPTSOFF 

150POKE1,51:REMROMIN 

1S0FORI=0TO128 

170FORJ=0TO7 

180POKE8+r8+J,PEEK(CR+l*e+J) 

190NEXT:NEXT 

200POKE 1 ,55:REMROMOUT 

210POKEIN,129:REWllNTERRUPTSOfJ 

220POKECP,(PEEK(CP)AND240)+CB 

230POKE53280.7:REMYELLOWBORDER 

NOTES 

1. CB is the character base block number (in IK increments) 
and B (=12288) is the actual RAM starting location of the new 
characters. 

2. Lines 140,150, 200 and 210 switch the interrupts and 
ROM /RAM as discussed above and must be used in this or- 
der! 

3. The character pointer to our new RAM area at 12288 is 
set in line 220 within location 53272 with the general formula 

POKECP,(PEEK(CP)AND240)ORCB 

which ensures that the other bits of the byte which control 
the screen RAM location are not changed. 
This could have been done more simply by 

POKECP.1S+CB 

However, until you are sure of the correct numbers the first 
method is safer as it simply sets the required bits (3-1) while 
leaving the others unchanged. 

RUN the program. 

Nothing has changed. Why? 

Because the C64 is still using the same set of characters, 
simply moved to the RAM. 

To change any given character pattern, first we must find 
out where it is stored in the RAM area. Characters arc stored 
sequentially in a table which is related to the screen character 
code. We can either look up the screen code for the required 
character or calculate it from the Commodore ASCII value 
with the logical operators by performing the following calcula- 
tions. 

ASCII(A)toscreencode(S) 
S=(AAN D63)+(AAN D 1 28)^2 

and screen code (S) to ASCII (A) 
A=(SAND63)OR(-64-((SAND63)>32)OR((SAND64)*2) 

For the character "A" the screen code is 1 and since each 
character uses eight bytes the pattern for "A" starts at location 

12288+8*1=12296 



and extends for eight bytes to location 12303 

Exercise 

To create a new character pattern. 

Draw a new character pattern on the eight by eight grid. 

Figure3-2 




Amiga 500 
Turbo XT 

KCS Power PC Board Available Now 

$799 

Look at these features: 

• includes 1 Meg Amiga Ram + clock (value $300) 

• supports all Amiga in/outputs 

• 3.3 times /aster than XT Bridgeboard 

• includes MS DOS 4.01 + shell and GW Basic 

• free software updates 

• 704K memory in MS DOS mode 

• installs in 30 seconds! 

Phone now for a detailed specification sheet. 

DEMONSTRATIONS AVAILABLE 
DEALERS REQUIRED 

Fonhof Computer Supplies 

64 Cross Street, Baulkham Hills NSW 2153 
Phone (02) 639 7718 Fax (02) 639 5995 
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Available from leading computer stores, 
for Amiga and Atari ST 

Dealer enquiries contact 
Entertainment & Computer Products 
Ph: (075) 963 488 Fox: (075) 963 512 



ELECl KUMC ARIS- 







For the eight rows add up the values of the eight bits in 
each row to obtain the eight byte values. 

Put these numbers into our eight successive locations using 
POKE statements such as 

POKE12296+RowNumber,RowValue 

Once this is done, every time the "A" key is pressed the 
new pattern will appear instead. 

Worked example: create a right arrow (which is not availa- 
ble on the keyboard). (See Figure 3.3, below). 



7 6 5 4 3 2 10 



Value 



255 



ROW 

1 
2 
3 
4 
5 



Put this character pattern in place of the "A" by directly en- 
tering 



POKE1 2296,8 
POKE 12297,4 
POKE 12298,2 
POKE 12299,255 
POKE 12300,2 
POKE12301,4 
POKE 12302,8 
POKE 12303,0 



* 

_A_ 

******** 

* 

* 
* 
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Now, every time the "A" key is pressed, 
the right arrow character will appear, (Enter- 
ing a new pattern is more usually performed 
by READ and DATA statements.) 

Compare this new character with the nor- 
mal left arrow character (on the immediate left 
of the RESTORE key). See the difference? Our 
new character is much thinner. Generally, 
Commodore use a minimum of two dots for 
each line to give the character more definition. 
This is partly to minimise colour distortion 
and partly to make the characters bolder on 
the screen. 

If you encounter trouble when using pro- 
grammable characters, usually pressing 
RUN/STOP and RESTORE will reset every- 
thing back to normal. If that does rot work, the computer will 
have to be turned off and on again. 

Still confused? The following program wUl change any 
three chosen characters to give some interesting patterns. 

Add the following lines to the above program. 

Progrann; NEW CHARACTERS 

10REM(C)GREGPERRY,8RISBANE,1984 
240FORT-1TO3 
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250INPUT'OLD[SPACE]CHAR";C$ 

260RE MCON VERTASCl iTOSCREE NCODE 

270A=ASC(C$);S=(AANO63)+(AAND12S)/2 

280P=B+S*S;REMCALCULATECHARACTERBASE 

290FOR]=0TO7 

300READCC 

310POKEP+(,CC:REMPOKENEWPArrERNS 

320NEXT;NEXT 

330POKE53280.1 4 :REUBLUE BORDER 

340END 

350REMDATAFORTHREECHARACTERS 

360DATA0,24,60, 126,255.24,36,6 

3700ATA24,20,20, 13,48. 11 2,96,0 

380OATA6O,66,1 65,1 29,165,153,66,60 

RUN the program and select three characters. Now, when- 
ever you type the old character, the new pattern will appear in- 
stead. For example, change characters "A", "O", and "E", and 
then LIST the program. 

When designing programmable characters, if the image 
you wish to put on the screen is larger than one character, sim- 
ply split the image up into, say four, characters then print them 
together. There's a nice example of this in the Programmer's 
Reference Guide (p. 114) which creates a "cat" character using 
the four keys "". 

Exercises 

Read the following section on saving user character sets 
then attempt the following exercises. 

1. Design your own set of five characters and modify the 
above program to implement the changes. 

2. Take the 25 alphabet characters and modify them to pro- 
vide a completely new but still recognisable set. This set can be 
used creatively for your own programs. 

3. The following four characters create a large image. First, 
calculate the byte values for aB the 
32 bytes. 

Secondly, modify the above 
program to display these charac- 
ters by 

240FORT=1TO4 
250REM 
260REM 
270REM 
280P=B+T*8. 

340PRI NT"[CLR,DOWN 1 0]"TAB 
(20)"AC" 
345PRINTTAB{20)"BD" 

and add new DATA statements 
containing the new character infor- 
mation you calculated above: 

350DATA-/ourdataforcharacterO 
360 DATA -yo u rdataforcha racier 1 
370 DATA -yourdata(orcharacter2 
380 DATA-yo u rdataforcha racte r3 



4. Change the position of the 
characters in the above exercise and replace the characters "0", 
"V\ "2" and "3", for example. 

5. Move the new image of four characters alrout the screen. 

6. Draw a 16 x 16 grid and design another large image. Di- 
vide the grid into quarters and create the required characters. 
Once the new characters have been entered, design a program 
to move the image about the screen. 

7. Design a larger image on a 32 x 32 grid and create the 16 
characters required. Q 
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MOfllVlLE MANOR 
NtNJAWARRIORS 
NOfUHISOUIK 



».>5 
Sa.B5 

59:95 

V' 54.95 

5^.95 
■y Vl.9fi 
74.9i 
69.95 
54 .Si 
S9JS 



PRO TENNIS TOUR 

PflOJECTYLE. 

PltfF'TSSAGA 

OIX 

QUiST FOR TIU6 8lf» 

OUE&TF4CNII 

RAINBOW iSJ^NDa 

HEDl*AT 

RESOLUnCN l¥l 

RINGSIDE 

ROMANCE OF 3 KHGDCM5 

HCHKESRIFT 

SAFARI GUtS 

SAVAGE 

SCRABBLE DELUXE 

1 GATT:S OF JAMBALA 

SHADCWOF THE Flf a5I 

SHAOOwSATi J4NT DISK 



SHLLFFLfPUCKCAFE 



■SIMCIIY 

SIM CMVTIRRAIH EDITOR 

SIR FRED 
SPACf ACi- 

SPAC>E DFTFNCr N4DATIVE 

SPACEPORT 

SPACE QUEST I !^ IL \%\^ DtSX 

SPACE OueSTIII HlNTraSK 

SPACE RACER 

SPACE flOQUE 

STELLAR YJt 

STORY SO FAR mi 3 

STRVX 

SUPtRCAflS 

TANIi ATTACK 

TV SPORTS BASKEfTBALL 

TERR ARUM 

TERR VB DIG AnVTHTURT 

T^ST DRIVE II MUSCLE GARS 

TEST DRIVE 31 CAI H'-CitHIA 

TEST DRIVE II supfr/::ars 

THEMt PART MYSTERY 

T>flRa couRir:R 

THRILL RHE PLA.nNLM H 

ni* 

TI1«4UAGI'C 
TRJAOt 

th vial pursut twn pack 
Tunnels c* ajthiiacfijoon 
TLfftaoouriHW 

TURHiCAN 

TWO UP 

LILTIMA IV 

ULTIMATE DAKTS 

XTDdATE OOLf 

UNTOUCHABLES 

WARHEAD 

WARP 

WELLTRIS 

AESTPt^ASAR 

W»*rtEiHU3AlStJ^ 

VWERE ttJ WORLD IS G57 

WMTEOIiATH 

MDF WGRin Gf SPORTS PK 

WLOStRFt:rS 

WORLD CLASS LEADERSRD 

XENON M 

ZOMEI 

xo<jr 



*^».95 

^ &9.96 

49.95 

■^59.95 

<^ 59.95 
39,95 

W.B5 
y 49.B* 
^ ».95 
48.9b< 
&a.95 
49,9S 

^eZ'.Bs 

49.95 

^ 59L95 

4BL95 

M.QO 
fc'SB.BA 
t9.9<. 
^4.95 
49.95 
49.95 
79.95 
32.95 
4S.» 
11515 

m.%% 

S4.95 

»1.B5 

^ 4dL95 

jn.95 

50.95 
79,»& 

3^.95 

»,e5 

4P,q5 

H* 49.95 



MATHBlWrtRPlUS 
hEDAl MULTIPLICATION 
Rf^AQtRHVhC 

RllYMNG NOTEBOOK 
SESAME ST HI WW: lis 
SESAME ST LETTtHS 

SPflinOUhD 
»JMII 
WORLD ATLJKS 



«95 



5GL95 

32.95 

3B.9& 

39.95 

if 5fi.B5 

if 5«.t5 

».9S 

^£9,95 

&9.9^ 

S.95 

41.95 

•' 4H.1S 

f 5S.B5 
49.95 
49.95 
4t,9S 
53 9S 
».f± 

49.95 
f 40 tS 

S9.95 
79.95 
G9.95 

4Bl95 

»Ba 

44. BS 

f 59.95 
4^59.95 



AMIGA EDLTCATtOM 



if 49.B5 
■^ SA,B>> 
v' 59,95 
^ U.95 
59.B5 

y<M 

B9.95 

44.&5 

^ 59.95 

KMGHTSCF THE CRY3IALLJ0N v* U.BS 



ABZDO 



AHMAL KINGDOM 
AM^ TRAlNl hG ^OFO 
ARITHMETIC 
ATlHEfflO 
BASIC GRAMMAR 
CALdAUe 
DISCCiVER MATn 
DUSCOV^R gHE:Wglnr 
DISCOVER HUHBtflS 
DISCOVER ALP) LABET 
DlSOOVEflY HA1HS/5PELL 
FUN SCHOCL 1 ACtS E-Q 
FUN SCHOOL 30VER i 
fUN SCHOCLZ UlsnER 9 
FUN KEVS 
KIOS OOdtCTiON 



7B.9» 

59.95 

*^5a.H 

7V.9& 

69.95 

^ H.9& 

79.95 

^ S,95 

if 39.95 

■/ 33.95 

^ 39.95 

£4.95 

49.95 

49.95 

49.9S 

if 54.95 

V 59.95 

H.P5 

54. B5 

4BLBb 



If CB.ge 
»^*4.a* 

£9.95 
49.95 

G9:»G 

E9.9£' 

£9.95 

f 59.95 

54.95 

4/09 95 



A IWG A BUSINESS 



QTST 


495.00 


DESKTOP BUtlCfT 


H.OQ 


CRfTICSCtOCE 


19900 


EtECTWDNlC CASH plO« 


?WJi3 


EL£CIT»MCBEBTORS 


?49.aa 


IfiMFACCaJNTS 


119.99 


HOME FRONT 


1?5JM 


PIIA.SAR4 


134.95 


SVE1ZEA5YLEDGER 


399,90 


SVa^ L XCL STOCK CCNTTWL 


595.99 


SYSTTMRI 


1^139 09 


¥K3»S;PLATHyM EOITON 


1B9.0D 



AMIGA UTIUT1ES 



AM AX MAC EMULATOR 
MJlOALXJii 1.3 1f NHANCTR PK 
AMIGAI3CG TOOLBOX 

Mvtoe 
AntxjtccMrren 

ARGASM 

ASSEM-PRD 

H.AJO. 

CflOeSDOS 

DtVFACS 

WSK J W." zb-ahiCa r n-EH 

Dl'^MAQC 

G<^>K MASTER 1 J 

DOG LAB 

DOSTODDS 

DI^AMI 

GFJLBASK 

GRilfiaTV? 

H-90FT &A3G 

HNOVAIDOLS 

MSKWATOOLSI 

LATTICE C VERS jH 

LOOO 

MACSOce 

OUAHTF.REiACX 1.4 
i^H^KHACK 
ULTRACARD PLUS 
Villus KILlE R I COMUAT} 
VIRUS l^ROltCrv:^ ICXXBX 



AMIGA GRAPHeCS/MUSIC 



AN1HAGIC 
ANIMATr 3D 

aUDO ENCiPhfER 
AUDIO ENOtNEER PLUS 
ALIDtOMASTCR N 
AWAFTO HAKEH ED DI5« 
AWAK3 MAKER PLUS 
AWAR^ MAKER SPORTS 
BARS AND Pl^S 
BUI CHER 

CAN DO 

COMIC SJJTT^R 

CREDIT TEXT SCFULLER 

DFt MUSK COt^TT^lKT SET 

DfcLVH: PAlNf HI 

DEtUXF PHlWT 

DELUXL V1LM.03 

DESIGM3D 

DiciDROiDFOR woimew 

DIGIPAINT il 
DKIIWEWOOI.0IV 
DELUXE PAINT 11 ItLP 
DIRECTOR TOOLKIT 

DIHECTOHTHE 
Dfl TS WCH RECORD STWW> 
DR TS CA5JO KtYH HOOULI: 
DR T-SCCPvlST pRorrss 

DRAW ?ir«3 CAD 
E-CLiPS CLIP ART PAOt 
ELAH PfftFOHMtR 
FORUATK3H 

FUTURE OtSON 3P 

FUTUHESOUNO OnJiTiSER 

l-IOUCPUtLDERSCAD 

WTERCHANOe 

*4TR0CADPLUS 

KARAFCMTSH 

MASTEKTPIACKS PRO 

MUSIC X 
PAGEffiNDER 



PfFtr ECT SOUND TJIGIT flIOOO 
PimrON \riDEO AMMATRN 
PIXEL SCRIPT |P5TSOrt OHV] 
PFONT MASTT R AR \ GJtLL 2 

PROvinroptus 

PR£» F ££ONAL DRAW 

SCULPT 3D l-IUbWN TJESIGN 

SOUP I 30 INTERIOR DESGW 

SCULPT 30 WCROBOT DL3 

SCULP T-AHMATF 4D 

SCULPT AMIWATF 30 N. IMPR 

SONIX 

TAl KING ANIMATOR 

TTTLE PAGE 

TOP FORM 

TV SHOW PROFEKyOHAL 

TV TEXT PROrrSSOHAL 

TOP FCHM {FORM DtSlCNER) 

TUR60SILVET1 

WDEO EFFECTS MJ 

VIDEO STUOlO 

W[>fOTTT[FRM:W 

VJOICHRCME 

VlVAi 

X. CAD DF SIGNER 

TUMA hCNlS IV 



179.99 
1901. DD 
S9.95 

499. DO 
375.90 
59,94 
S.95 

799.09 

ZS9.D0 

9ft HQ 

t/V9W 

*'119,Bfr 

ZBB.OO 
119,95 

?4a.cpa 

300.00 
199.30 
119.95 
30,U 
2B9LDa 
i/2Z9.[n 
&l.Bi 



AMIGA SPECIAL INTEREST 



599 00 

39 00 

09 .9i) 

y m.tlQ 

if\*^M 

l».90 

M.ftS 

49.95 

^169 00 

b9J«i 

74J5 

v* 74.95 

44ja5 

99.0S 

f C9.9i 

■fM^R^ 

69 Jit 

Krf,9A 

|/9fl.U 

*' 99,95 

439.011 

ban 

i4a,B& 

IIV.Q'D 

M.»5 

^ 1B9.de 

34JI5 

:n.95 



ATALK Kl 99.DD 

BiSUEREAnFR ^90.95 

CLUt^l FY COOKBOOK 44.95 

DISTANT SUMS Sff.9& 
DISTANT SUMS EXPAHSN DISK */4»fl5 

FA*WLY TREE 89.95 

<?TERM V4.0 99.95 

PLANETS /B.9i 

PROJECT MASTER ^95,E0 

SECLmiTTrS «iM VST 1M.95 



A AMIGA HARDWARE Ik 



^171.00 
??9.DD 

k/^7aj]o 

t^3B9.0B 
17a.QQ 
5!! 95 
74.95 

74.95 
v'OH.OD 
*'49 9i 

EiVfiD 
i?9.9i 
>^ 59.95 
179.95 
Z«BJ]Q 
184Ji 

t'Z'Djao 

119J1I 

iniBl 

149.95 
349.13D 

k'U.BS 
129:9i 
B9.»& 
3«9.i:» 
'99.00 
ZBI.DD 
139.DD 



M.9& 

^1B9.D» 

194.95 

^ 549:01! 

SHOD 
^9I.0D 



A2[XiltV9? 
A2QeO^O 
A5H DELUXE PACK 

A»Q STARTER KIT 

RAM CARDS 

FIARQ LHSK OCHTmuEFtS 

HON TORS 

PIIINTFKS 

£4 IIOTSllOTPRrmTRliFACE 

E4 HOTSHOT PiU& PRWfl^ACC 

£4 HS?3f I^TACE 

G4 SERIAL liF ACE 

GENLOCKS 

MOOfHS 

NAKSHAMDUSf 

WINNER MOUSE 

BCtMG CPTKSAL MOUK 

INF^AAED MOUSE 

Die^lFTW COLOUR SPUTTER 

COLOUR SCANN& RS 

VIDCHGT'ISER 



^9».O0 
3395QD 
1198.00 
C95kCI9 
09509 
CALL 
C«J. 
CAii 
CAIL 
11900 
1490D 
99.00 
i44[B 
CALL 
CAU. 
149 90 
M.95 
?».[» 
159 CQ 
CALL 
r.AI.1 
CALL 



iftr BOOKS & MAGS:^ 



SirRRAClUE BOOKS 

CAD uaacuK 

AMIGAEIOSOT^F^ ABAC 
KlJ>SrAMGAJCOMPUI L 
BARDS Tl VW3 CLUE BOOK 
AMIGA Mi^CH LANG PROG 
AMIGA DRIVE INC(JT 
AMIiGAfiASICIuOUl 
AMIGA DCS INiOJT 
^CDND DOCK AMIGA 
AMtGA FOn BE49i«ft FB 
AMrGA C FOR BEGINNEF1S 
AAUOA SV^TEU PFIOC OmOt 
AM-'GA VACi-ONE LANO 
DESK TOP WnrO 
MAPPING THE AJhlKIA 
QIJF5T M3H CLiAS 
QUtSTFORCLLtSlI 
HIKT^CXiKS 

ARTCf tKSofTOP PLffiLPSmNG 
AMIGA COhP ANION 3ND ED 
TECHNtCAL RFF UAMuaL 



CALL 

39.95 
19.95 
3395 
29.95 
39.95 
54.95 
4«.95 
39.95 
Z9.95 
34,95 
39.95 
6J.95 
30.95 
39.95 
(^44 85 
^44B5 

CALL 

»8« 
U.B5 



Ik NEWS^ 



WAMTAfRtCE UST7JL15T tALL 
AMSA PLUUC DOMAIN DISKS 1 5 E ACH 
PRICETS CORRECT AT RHE OF 

PRiNnrmONLY 

REPEAT C USTOMERS FREE POSTAGE 
ON SOFTWARE ORDERS. 

E. % o. e. 



^ 



10 GREAT 

REASONS TO 

SHOP MAXWELL'S 

FROM HOME 

1 TOLL FREE HOTUNE 
We olter tell Iree ordering 
oul&idd metropolitan Mer 
bourne, 24 hours order line 
and a cuslomer enquiries 
line. 

£REy ABLE SERVICE 

*AI1 goods despatched with- 
in 24 hours when stock is 
avatlable. Alf queries an- 
swered A.S.AP. No ordef 
is too small 

3 GREAT PRICES 

All pnces shown are cof rect 

al (ime of pfirtting and we'll 
match any regular price std- 
vertised in this magazine. 

4 CUSTOMER PROTEC- 
TION 

Credit c^afds are not 
charged until gocxJs are de- 
spat^ed. all products cany 
man uf aa urer/d Istributor's 
guaranlee. all ooiT>pu1&r& 
are lasted bete re dsspaich. 

5 BETTER BACKUP 

Friendly advice and atter 
$atss suppon Irom experi- 
enced siatr. Plus special of- 
fers and priority servUca lor 
existinfl cusiomere* 

G EASV PAVMENT 

We accept BaiiKca^, Visa, 

Mastercard^. Money Orders, 
Bank Drafts and cheqy&s. 
Allow ten days for chaques. 
Credit card usefs please 
specify full name on card, 
card number and exptry 
date. 

7 SET POSTAL RATES 
Software: $3 per item (Max 
$9 per order) via Cerlilied 
maif. S10 via Courier. Hard- 
ware: Ca^t 10 arrange frloght. 

a REPUTABLE 5UPPUER 
Maxwell Otfice E^^uipn^nt 
has been In buslne&s lor 20 
years. We are Commodore 
Australia's Dealer oi' the 
Year, and authorised Gov- 
ernment/Ed ucai ion suppjler 
and Service Centre. Max- 
well's has the targesl com 
puter showroom in Victoria 
(and probably Australia] Euid 
carry a hyge rarrge ol soft- 
ware, computers and acces- 
sories. 

g UP-TO-DATE 
At Maxwelfs we take prtde 
In keeping up-to-date whh 
the latest nardware and 
software developrnenls aso 
you, the custemer, gel the 
oesr advice and the newest 
product. 

10 MAXWELL POUCY 
Our main aim is to provMe a 
fasi efficient and worry-free 

mail order s&rvtee 
, Ausiralia-wide. 



ORDERS 
ONLY 



008-334-634 



ALL 
QUERIES 



03-419-6811 



AFTER HOURS CALL 03-417-1480 FAX 03-419-0160 
Or write lo: FREEPOST 2. MAXWELL EXPRESS 
162-164 NICHOLSON ST, ABBOTSFORD, VIC 3067 



V^ 
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ESTABLISHED 1968 



EXPANDE 



over 1 megabyte alJ9wing the 
,§ */ith enhanced sound and 



;h NieAD battery backup. 



EXPA 

useyil. . 
jhics, 

REAI 

NEilil .. -,- 

eisure, NOTE: Some games require the extra ram to 
irwise they won't run. 
..TIBLE — fully eompatibJe with the AMIGA 500. 
;Y LC>W power consurpption. 
• 1 2 MONTHS aUARANTEE. . ' 

- . •' 
This product has been fauitt in Austrafia by Home Entertainment 
Suppliers Pty. Ltd., using the If test state of the art t'echnoibgy. Only ' 
the best local and overseas components have been used to give you a* 
highly efficient and compact component. 




HOME ENTERTAIN,..^.,. 
— z_ SUPRlERS' 



■ ■ :U' i^lVEftW 



THE AMIGA 500 PC/XT 
IS COMING 

Run Professional MS DOS 
Software on your Amiga 500 

They said it could never liappen but liere it 
is! Transform your Amiga 500 Home 
Computer into a real IBM compatible, 
PLUS up to ONE AND A HALF 
MEGABYTE Amiga memory expansion. 

KCS POWER 
PC BOARD 

Simple! No screwdriver, no soldering 
iron (no warranty loss), just flip the 500 
over and open the cover, slide the "Power 
PC Board" into the connector, close the 
cover and your Amiga PC/XT is set to go. 

You are now ready to open the world 
of professional MS DOS software, faster 
than a PC/XT and in colour, with 
compatibility, thanks to Phoenix-Bios. 

Accurate date and time are available 
in Amiga and MS DOS modes all the 
time (with the aid of a battery pack). 

Features 

• Video Support: Monochrome, Hercules and 
CGA (6 & 8 colours) 

• Disk Support: Internal 3.5", External 3.5" and 
5.25" (software upgrade to H/D A590 in 
pipeline) 

• Includes MS DOS 4.0: MS DOS shell and GW 
Basic (value approx $250) 

• Includes Microsoft Books + KCS Manual + 
FREE software 

• Further exciting upgrades on the way 

• Available memory: 704K + 640K in MS DOS 
mode, 1 Megabyte + 51 2K RAM (disk) Buffer 
in Amiga Mode 

• No extra power thanks to latest CMOS and 
ASIC technology 

• OK with TV 

Although we aim for m.aximum compatibility we 
cannot guarantee is. If your purchase depends on a 
special program call us or send a copy and a SAE. 

DEALER ENQUIRIES WELCOME 
ADVANCED ORDERS NOW BEING TAKEN 

HPD Pty Ltd 

5-7 Railway Terrace, Dry Creek, SA 5094 
PO Box 121, Dry Creek, SA 5094 
Phone: (08) 349 8486 Fax (08) 349 4667 



THE POWER BREAKS 

THROUGH.. 




AMIGA 
ACTION REPLAY 

THE WORLD'S MOST POWERFUL FREEZER- 
UTILITY CARTRIDGE 

Q AMIGA ACTION REPLAY SIMPLY PLUGS INTO 
THE EXPANSION PORT OF YOUR AMIGA SOO 
AND GIVES YOU THE POWER TO FREEZE MOST 
ANY PROGRAM, THEN YOU CAN:- 

□ SAVE THE ENTIRE PROGRAM IN MEMORY TO 
DISK 

Special compacting techniques enable up to 3 programs to 
fit on one disk. Unique FDOS power means that the pro- 
grams reload at up to 4 TIMES FASTER than AmigaDOS - 
even independently of the cartridge. 

□ UNIQUE INFINITE LIFE TRAINER MODE 
Allows you to generate more and even Infinite lives, fuel, 
ammo etc. Perfect as a trainer mode to get you past that 
"impossible" level. Veiy easy to use. 

Q SPRITE EDITOR 

The full sprite editor allows you to view/modify the whole 

sprite set Including any "attached" sprites. 

□ VIRUS DETECnON 

Comprehensive virus detection and remo-i^ features to 
protect your software Investment. Works with all presently 
known viruses 

□ SAVE PICTURES AND MUSIC TO DISK 

Pictures and sound samples can be saved to disk. Files are 
IFF format suitable for use with aU the major graphic and 
music packages. 

□ SLOW MOTION MODE 

Now you can slow down the action to your own pace. Easi- 
ly adjustable from full speed to 20% speed. Ideal to help 
you through the tricky parts. 

□ RESTART THE PROGRAM 

Simply press a key and the program wUl continue where 
you left off. 

□ FULL STATUS REPORTING 

At the press of a key now you can view the machine status, 
including Fast Ram, Chip Ram, F?amdlsk, Drive status etc. 

PLUS THE MOST POWERFUL MACHINE 
CODE FREEZER/MONITOR 

MORE FEATURES THAN YOU COULD EVER NEED. 
HERE ARE JUST SOME: 

• Full M68000 Assembler/ Disassembler • Full screen 
editor • Load /Save block • Write string to Memory • Jump 
to specific address • Show Ram as text • Show Frozen 
picture • Play resident sample • Show and edit all CPU 
registers and flags • Calculator • Help command • Full 
search feature • Unique Custom Chip Editor allows you to 
see and modify all chip registers . even write only registers • 
Notepad • Disk handling - show actual track. • Disk Sync 
pattern etc. • Dynamic breakpoint handling • Show 
memory as HEX, ASCII, Assembler, Decimal Copper 
As semble / Di sassemb le . 

REMEMBER AT ALL TIMES YOU ARE INTERROGATING 
"mE PROGR«4 IN ITS "FROZEN" STATE WITH ALL 

MEMORY AND REGISTERS INTACT - INVALUABLE FOR 
THE DE-BUGGER OR JUST THE INQUISITfVEl 

HPD Pty Ltd, 5-7 Railway Terrace, Dry Creek, SA 5094 
PO Box 121, Dry Creak, SA S094 
Phone: (08) 349 8486 Fax (OS) 349 4667 

DEALER ENQUIRIES WELCOME 



POWER CARTRIDGE 



FOR YOUR 
COMMODORE 64/128 



POWER TOOLKIT 



A powerful BASIC-Toal(it (additional Inlplul 
commands) ihal conskierably simplifies 
programming and debiggung. 
AUTO HARDCAT RENUMBER 

AUnO HARDCOPY REPEAT 

COLOR HEX$ SAFE 

DEEK INFO TRACE 

DELETE KEY UNNEW 

DOKE PAUSE QUIT 

DUMP PUST Mwrrcffi 

FIND ILOAD BLOAD 

REHUMBEfl: AlsernodHiesallttKGOJO's 
GOSUB's elc. AHaws part of 
a program lo be renunierad 
ordispliced. 

PSET Sea ip primer tj/pe. 

HAHOCAT Prints aut Directory. 

The took* comirands can be used in your 

proflrams. 



DISK TOOL 



Using Power Cartridge you tan ioad up to 6 

limes laster from disk. 

The Disk commands oan be used ii your 

own programs. 

BLOAD DVERIFY Din 

DSAVE MERGE DEVICE 

DISK 

MERGE: two B/^IC imgrams can be 

merged inta one. 
DISK: mir DISK you can send 

co/BOTands dfrectly Jo jour 

disk. 



TAPE TOOL 



Usitig POWER CARTRIDGE youean worit 
Up to 1 limes faster wSfi your data recorder 
The Tape commat>il3 i:an be used in your 
own programs. 



LOAD 
MERGE 



SAVE 
AUDIO 



VERIFY 



POWERMON 



A powerful machine language monitor thai Is 

readily available and leaves all of your 

Commodore memory available for 

programming. 

«so works in BASIC-ROM, KERNAL AND 

lO areas. 

A ASSEMBLE I INTE!;PRCT SSAVE 



C COMPARE J JUMP 



D DIS- L LOAD 

ASSEMBLE M MEMORY 



FFILL 
GGO 



HHUHT 



PPRIWT 
R REGISTER 



T 

TRANSFER 

V VERIFY 

WWALK 

XEXIT 

$ 

DIBECTOBY 

DOS 

Cmmjnda 




PRINTER TOOL 



The POWER CARTRIDGE contains a very 

eflediva Printer imarfaca, that self detects if 

a printar is connacled to the Serial Bus or 

User-Port 

K Mill print all Commodore characters on 

Epson and compalible printera 

The prinler interface has a variety of set-up 

possbilities. It can produce HARKOPY of 

screens not only on Serial printers [MPSBOt, 

S02. 803) but a^ on Centronics printers 

(EPSON, STAR, CITEEN. PANASONIC etc). 

The HARDCOPY function automatically 

dislinguishes between HIRES arxi LORES. 

Multi-colour graphics are convaned into 

shades of gray. The PSET fuiKtions allow 

you to decide on Ijrga'Smaitand 

Normat'lnverse printing. 

The printer PSET junctions are: 

PSETD- Self detection 

SeriafCenlronics. 
PSETI- EPSON mode only, 
PSET 2 - SMlTH-COflONA mode only 
PSET 3 - Turns theprinlingSOdegreesI! 
PSET 4 - HARDCOPY setting for 

MPS802/1526. 
PSETB- Bri -image mode, 
PSET C - Sening Lower/Upper case and 

sending Control Codes. 
PSET T - All characters are printed in mi 

urimodilied slate. 

PSET I) - Runs a serial printer and 

leaves the User- Port available. 

PSET Sx - Sals the secortdary address 
for HARDCCPY with Seriai 

PSETL1 - Adds a line-feed, CHR$ (10) 

after every line. 
PSETLO- Switches PSET LI olf. 

On the back of the POWER CARTRIDGE 

there is a Reset Button. Pressing this bunon 

makes a SPECIAL MENU appear on ihe 

screen. 

This furtction will woifc with many 

programmes. 

CONTINUE - Allows you to retum to your 

progrsun. 
BASIC RetumtoBASC. 

RESET Normal RESET. 

TOTAL Saves the contents ol the 

BACKUP memory onto a Di^. The 
DISK program can be [ek>aded 

later with BLOAD loDowad by 

CONTINUE. 
HESETAU, RESET olanyptofltam. 
TOTAL A3 BACKUP DISK but to 

BACKUP TAPE. 
TAPE 
HARDCOPY At any moment, prints oul a 

Hardcopyofthescrean. 

Using CC»JTINUE 

altenNards you can return to 

tha program. 
MONtTOR t^es you into the Machine 

language Monitor. 






RRP $49.95 

HPD Pty Ltd. 

5-7 Railway Terrace, Dry Creek, SA 5094 
PO Box 121, Dry Creek, SA 5094 
Phone: (08) 349 8466 Fax (08) 349 4667 
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Version 6 

The first In a new series of integrated 
C64/C128 hardware products from CIUID 



JiffyDOS 

Give your system a new lease on life and the power to 

compete with today's newer, more expensive magazines 

• Ulirafasl multi line serial technology. Enables JiffyDOS to outperiomi 
cartridges, BackRoms, Turbo Floms ard Parallel Systems - withojt arycfttie 
disadvantages. 

• Speeds up all disk opeiations Load. Save. Forma!, Scratch, Validate, 
access PRG, SEQ, PEL USR t direct access files, up to 15 times faster I 

• 100% compaSbiB - or your money back. Guaranteed to work with all your 
hardware and soltware, Including copy-protected commercial programs, 

• Uses no ports, memory or extra cabling. The JiffyDOS Roms upgrade your 
computer and driire(s) Intamally for maximum speed and com pal I bi Illy, 

• Easy installalion. No electronics experience or special tools required. 

• Supports C64, 64C, SX64, C1 28, C1 280, 1541 , 1 M1 C, 1 Ml -If, 1 571 , 1 581 
and more. 

• Can be completely switched out. It ever necessary, If^e flip of a switch 
returns you to a 100% stock configuration ■ without resetting or powering down. 
Built-in DOS Wedge. Plus 17 addiSonal commands and conveniertoa features. 
including ^le copier, screen dump directory menu, and single-key 
load/save/scratch. 

Available for C64, 54C, SX-64, C-128 and 0-1280 (JiffyDOS/128 
Speeds up both 64 and 128 modes), and 1541 , 1541C, 1541 [|, 1571, 
1581, FSD-1&2, MSDSD-1&2, Excel 2001, Enhancer 2000, Amtech, 
Swan, Indus & Bluechip disk drives. System includes ROI/S tor 
computer and 1 disk drive, stocyJtffyTOS switching system, 
illustrated installation instructions, User's Manual and Money-Back 
Guarantee, 



RETAIL PRICE LIST 



ITEM 



DESCRfPTION 



RETAIL 



JIFI^ DOS 6* SYSTEM 

JIFFY DOSt28 SYSTEM 
JIFFY DOS AOOrr'NAL ROMS 
mviEH CARTRIDGE 
TURBOTIENU CARTRIDGE 
PARALLEL CABLE 1541 
PARALLEL CABLE 1571 
RESET 64 
C.M.D. 20MB DRIVE 
C.M.D.40ml> DRIVE 
C.M.D.100mb DRIVE 
DRIVE DOCTOR 
DATASEHE DOCTOR 
DOCTOR CARTRIDGE 
EXPERT CARTRIDGE 3.2R 
EXPERT V4.1R DISK 
AMIGA STEREO DIGn^lSER 
AMIGA MINI-AMP (LESS PSU 
AND SPEAKERS 
PRINTER ADAPTOR 
BMC CORDLESS MOUSE 

AMIGA ACTION REPLAY 
AEOO PC EMUUTOR 
AMIGA KICKST ART 



AMIGA MIDI-INTERFACE 



SPEED EfJHANCEMEtfl" SYSTEM FOR 064 

SPEED ENHANCEMENT SYSTEM FOR 128 

ADDITIONAL KERNAUDRIVE ROMSFOfi iiOOS 

PROGRAMMING TOOL FOR C64 

FAST LOAD CARTRIDGE C64/1 28 

1541 PARALLEL CABLE 

1571 ■ 

RESET CARTRIDGE C64 

20 Pb HARD DHIVE(SUIT 6*128 ONLY) 

4(Jmb ■ ■ " 

lOOnt ■ • • 

DRIVE ALIGNMENT KIT FOH 1541/1571 

DATASETTE ALIGNMENTKfT FOR C64 

DIAGNOSTIC CARTRIDGE FOR C64 

BACK-UP CARTRIDGE (MANY FEATURES) 

ENHANCEMENT DISK FOR ABOVE 

SOUND SAMPLER A50a«)M 



$99.00 
$129 00 
i50.00 
$49.95 
$44j9S 
$32.95 
$32.95 
$14.95 
ENQUIRE 



$42.95 
$29.95 
$54.95 

$115.00 
$29.95 

$110.00 



PERFECT SOUND BOOSTER FOR COMPUTERS $105.00 

PRINTER ADAPTOR FOR STEREO DIGITISER $49.50 
INFRA-RED CORDLESS MOUSE (AVAIL FOH 

AMIGMBMrATARI/APPLE $149.00 

FREEZEfl-UTILfTY CARTRIDGE FOR AMIGA $199.00 
MAKE YOUR A500 MS DOS COMPATIBLE COMING SOON 
KCKSTWT SWITCH 1.2f1.3WB 

BOARD ONLY $57.00 

1.2 WS INSTALLED $89.00 

1.3 WB INSTALLED $99,00 
MUSCAL DIGITAL INTERFACE FOR A500 S120-00 



CALL US FOR ANY SOFTWARE/HARDWARE REQUIREMENT 

BANkCARD ' VISA 'MASTERCARD 
and all Major Credit Cards 
Most orders are despatched within 48 hours, but please allow 
up to 14 days for difficult delivery 

HPD Pty Ltd, 5-7 Railway Terrace, Dry Creek, SA 5094 
PO Box 1 21 , Dry Creek, SA 5094 
Phone: (06) 349 8486 Fax (08) 349 4667 




r Commodore Amiga 500 

Clock/Calendar and Enable Switch 



AVAILWm.eAT: 

NSW 

MICROCOMPUTER SPOT 
Sydney Ph: (02) 22l 191D 

liverpDo! Ph: {02) m 7700 
Hurstville Ph.^) 570 7333 
BurwDOd Ph: W) 744 8809 
Parramalla Ph: (02) 891 1170 



,.„...„, Ph; (02) 477 6886 

•Chatswood Ph: (02) 419 2333 
Charlestbwti Ph: (049kji2 1 522 
A.C. COMPUTERiFIX M 
Auburn Ph; (^46 166& 

Qankstown Ph:Caf790 14< 

STEVES COMMUIUFIOMS ' 
Fyshwfcit PJjH62) BP' 
SHOP 4 • W 
Wollongong 
THE GAM 
Penshurs»Ph: (02) 



VIC 

MAXWELL'S 

AbbotslDrd Ph: (03) 419 6811 

MEI SOFTWARE 

Oandenong Ph: (03) 794 9813 

Femtree Gully Ph: (03) 758 9494 

GEELOMG COMPUTER CENTRE 



QLD 

SCARBOROUGH FAfR 
Soulhport Ph: (075) 32 5133 
UNiTED COMPUTERS 

-ne Ph: (07) 393 0300 

■UTERVIEW 
BuTidamba Ph: (07) 232 6233 
ACTIVE COMPUTERS 
TownsvlllexPh; (077) 72 3793 



WA 

COMPUTER CORNER 
Maddington Ph: (09) 459 0650 
STAOTRIDGE GAMES 
Balcalta Ph: (09) 345 1922 
REGIONAL COMPUTERS 
North Perlh Ph: (09) 328 9062 

SA 

COMPUTER MAN 

Adelaide Ph: (08) 232 1077 

ToofakGdns Ph: (08) 332 4300 

Modbury Ph: (08) 263 8077 

Smithfield Ph: (08) 254 2264 

BrighEon Ph: {OS) 377 0808 



TAS 

ANiSUS & ROBERTSON 

BOOKSHOP 
Hobart Ph: (002) 34 4288 

ROBBIES TELETRtCIAN 
Wivenhoe Ph: (004) 31 2560 
BIRCHALLS 
Launceston Ph: (003) 31 3011 
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by Daniel M Henderson 

THE COMMODORE 64 is a great ma- 
chine to program. It's capabilities are still 
being explored. However while reaching 
for your dreams yoti may hit memory 
limitation. So you wrestle with the oper- 
ating system. 

You play hide and peek with the 
memory pointers, go to the rule books to 
find out just how you can break the rules. 
And then, finally, you got it doing the 
theoretically impossible AGAIN. Well I 
suppose that's why it is such a lovable 
computer. 

In fact, with cunning programming, 
you can get the C64 doing things better 
than hulWng mainframes were achieving 
not so many years ago. 

Four memory 
strategies 

• There are four strategies you can 
employ to successfully have your way 
with the C64. First there is hardware ex- 
pansion. If you were lucky enough to 
purchase a RAM Expansion Unit while it 
was on the market you'd have plenty of 
extra memory. However not many other 
people could run your program. 

Secondly you can use the disk drive 
as a form of virtual memory. Read data 
and new program code from disk as 
needed - giving you a 230K+ computer. 
CEOS and most other great C64 software 
use this strategy. I'd like to look at how 
you can get the best out of disk memory 
from BASIC in a future article. 

Thirdly there is software memory ex- 
pansion. Mostly this means accessing the 
16K of RAM "hidden" by the concurrent 
memory addresses of read only machine 
language code. Important stuff like the 
BASIC language, the Kernal, Input/ 
Output Devices etc. Its there waiting to 
be plundered, but that's another story. 

Fourthly you can play the operating 
system and beat it at it's own game. You 
can do this completely from BASIC with 
a few peeks and pokes along the way. 

Tactics within this strategy arc as fol- 
lows: 

a) consolidate your program code 

b) DIMension your arrays wisely and 

c) tame dynamic strings so they do 
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your bidding without wolfing up your 
free memory. 

String variables are crucial to any pro- 
gramming that handles words rather 
than purely numeric data. When it comes 
to disk files, strings are used for numeric 
as well as alphabetic storage. So getting 
strings under control is of vital impor- 
tance. Let's look at the care and domesti- 
cation of Commodore strings. 

How long is a piece 
of string? 

• The storage of string variables is 
rnore complicated than that of numeric 
variables. Floating point and integer vari- 
ables each need the fixed number of sev- 
en bytes to store their name and value. 

String variables on the other hand 
could be anything from zero to 255 bytes 
long. To accommodate them the operat- 
ing system just records their name, 
length and starting address in the varia- 
ble table (See Table 1). 

Different BASIC dialects handle the 
length of strings question in different 
ways. Atari BASIC for instance, requires 
you to DIMension every string before 
you first use it. This sets a maximum val- 
ue for the string's length. Atari strings 
never move from the place they are as- 
signed at initialisation. Some other com- 
puter languages also follow this less flexi- 
ble line. 

By contrast BASIC dialects of 
Microsoft derivation allow more freedom 
to strings. These dialects have been used 
in IBM, Commodore and Apple comput- 
ers. 

What is the price of this freedom? As 
we will see, it can be high in both memo- 
ry wastage and program speed reduc- 
tion. The good news is that in most cases 
you can eliminate those costs with the 
right techniques, and retain or enhance 
the flexibility. 

First let's study the life cycle of the 
string variable. In Commodore BASIC V2 
most strings are initially placid, home 
loving creatures. They just sit there 
where you put them in your program. 

Whenever the system wants to use 
one of these "static" strings it looks up 
their address in the variable table sitting 



above your program. This points to its 
first byte within the program code. 

If the length or contents is changed 
(or if you suggest change to the system) 
then a copy of the new string is flashed to 
the top of user memory. It "builds down" 
below strings that have boon initialised 
or changed before them. (See Table 2). 
The pointer in the variable tabic now 
points to the first byte of this new "dy- 
namic" string. The old string in your pro- 
gram code is now so much filler. 

Dynamic strings result from the oper- 
ation of most string function expressions: 

Concatenation: e.g. A$="X'+"Y'; 
A$=A$+"ZX"; A$=B$+C$. Even 

A$=A$+"" - that's what I meant by "sug- 
gesting change to the system." 

Splicing: e.g. A$=Left$(BS,3); 

A$=MIDS(BS,3,1); AS=RIGHT$C^,7); 

Numeric to string conversion: e.g. 
A$=STR$(X); 

Other functions that form D strings 
are GET and INPUT. Also GET# and IN- 
PUTS - which have important implica- 
tions for disk and tape access. Strings ini- 
tialised by being made the equivalent of a 
dynamic string are also D strings. 

Thie phantom strings 

• The PRINT command also takes up 
dynamic string memory in some situa- 
tions. Whenever you execute a PRINT/ 
splice function such as PRINTLEFTS 
(A$,10), the system flashes that spliced 
bit of string to the bottom of strings be- 
fore it's delivered to your screen. The 
same with PRINT A$+B$. Well, it's got to 
have somewhere to sort things out. 

However the bottom of strings point- 
er isn't moved so you're not adding to 
string memory. We could call these mem- 
ory neutral entities "sorting images." On 
the other hand if the PRINT/splice com- 
mand includes a "+" then you've got a 
different kettle of fish: e.g. PRINTLEFTS 
(AS+B$,20). 

The system puts copies of AS and B$ 
at the bottom of strings and then your 
spliced bit of string. Fine, but the bottom 
of strings pointer is lowered to the length 
of A$+B$. No new dynamic strings are 
created, AS and B$ remain static varia- 
bles: phantom strings are created that 
take up memory. 
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Rogue D strings 

• Each time a dynamic (or phantom) string is redefined its 
new incarnation is built onto the bottom of strings and the old 
incarnation is left behind as garbage. The building down pro- 
cess continues towards the bottom of free memory - that is the 
top of your array memory. 

So each time you perform one of the above operations dy- 
namic string memory increases in an arithmetic progression - a 
straight Une increase. Perform those functions with arrays and 
within loops and you can take up lots of memoiy very quickly, 
and create heaps of useless garbage. 

That's only the beginning. There is one function that makes 
dynamic strings grow like mushrooms in the dark. This func- 
tion takes up memory in a rising ACCELERATING curve. Let's 
try a graphic experiment to see what this string beast looks 
like. Type in and run this little program: 

10REMTHEWOLFBITES 

30SL=255:WOLF$="G" 

40POKE53280,0:POKE53281,0 

50FORX=no255 

80WOLF$=WOLF$+"R":MW=MW+LEN(WOLF$) 

110PRINT"{CMDRE2)"WOLF$ 

120IFLEN(WOLF$)=SLTHENX=255 

130NEXT 

150PRlNT:PRINT-{CTRL6r'WOLF$:PRlNT: 

PR1 NT'USABLESTRl NGLENGTH =" LEN(WOLF$rBYTES" 

160PRINT:PRINT"(CMDRE2}MEMORYUSED="MW"BYTES" 

170PRINT:PRINT"GARBAGE="MW-LEN(WOLF$)"BYTES" 

This is "exponential" concatenation: the building up of one 
string by repeatedly adding other strings to the original (grow- 
ing) string. It would be reasonable to assume that adding one 
character to a string increases its length in memory by one 
byte. However you can see from the WOLF BITES that in fact 
each extra character adds the ENTIRE length of the growing 
string plus one. 

To create a string of 255 characters by adding one character 
at a time with this method you need most of user memory. For 
the auditors out there it creates 32384 bytes of garbage. Hay 
around for a minute with the value of SL (string length). 

You'll find that to concatenate a string of ten characters 
(bytes) requires 55 bytes of memory. A twenty character string 
requires not 90 bytes but 190. A forty character string requires 
780 and an 80 character string requires over three kilobytes. 
Why worry about crunching REMs in your program code if 
you've got a wolf like that baying at the door? 

The following formula returns the memory needed to con- 
catenate a string: 

M=(SL'IC-SL+SL)/2 

where SL is the string length and IC is the length of string add- 
ed at each pass. The formula shows that memory requirements 
drop as you increase the length of the added string (IC). 

String concatenation seems to be recommended quite often 
as a programming strategy. Considering the way it borrows 
memory, I wouldn't be surprised if it was invented by a Perth 
entrepreneur. There must be a better way. 

When it comes to dealing with pollution there are two 
schools of thought: 1) treat or "control" the junk after it has 
been created or 2) change the production proems so that it isn't 
generated in the first place. First let's look at option one. 

Pollutionmanagement 

• What happens when dynamic strings multiply to the 
point that they bang into the top of arrays? Initially it's a soft 



landing. Computers that implement Microsoft BASICs usually 
swing in a garbage collection routine at this point. 

This resets the bottom of strings pointer to the top of mem- 
ory. Then it looks for the location of each currently defined dy- 
namic string, flashing them to the top of memory and rewrites 
the current values over the skeletons of their previous values. 

The result is to free up memory so your program can con- 
tinue. However to the user the process is indistinguishable 
from a system crash. The display freezes and the keyboard 
locks up. This can be embarrassing and frustrating for the pro- 
grammer and confusing for the hapless user. 

If even garbage collections don't make enough room for dy- 
namic strings then the system has no choice but to capitulate 
with an OUT OF MEMORY ERROR. 

Installing alarm bells 

• So what to do? Firstly you can institute our yown gar- 
bage collects at times that suit you - not just as you finally get 
the Mother Ship in your gun sights or you are typing a burst of 
inspiration into the new text processor. 

To do this in Commodore Basic you execute FMEMO- 
RY=FliE(0). (The (0) is a dimimy value). Originally this expres- 
sion was to give you the number of bytes of free memory. 
However it's more useful for triggering controlled garbage col- 
lections since the value it returns is more accurate for a PET 
than a C64. The correct free memory value is given by the for- 
mula: 

FM=FRE(0)-(FRE(O) 

A good point for a prophylactic garbage collect is just after 
you display an interesting graphics or text screen - hopefully 



BREAKING THE 
PRICE BARRIER 



AMIGA 1 MEG memory boards 
dramatically reduced 




Two hoards in One! 

FREE Bonus offer, XEL hardDrive interface 
included, save $200 off 
the prio e of a complete hardDrive. 
Fully 



populated 

with 1MB of 

AUTO- 

CONFIGured 

FAST RAM for 

your 500 or 

1000 

computer. 



Hard Drive Options 

* 30 Meg $899 

* 40 Meg $1099 

* 60 Meg $1299 

* 105 Meg $1799 

* Hard drive Kits $195 



XEL"" 



Ltd 



G.P.O. BOX 121 Adelaide. 5001 
Phone 08-2317396 or 018-824648 anytime. 
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the user will be too distracted to notice 
the computer has gone out to lunch. Of 
course more, shorter garbage collects are 
preferable to one interminable one. 

Alternatively you can take action just 
before the operating system calls the 
cleaners in. The garbage collect routine is 
activated when the next dynamic string 
to be added to the bottom of string mem- 
ory is long enough to hit the top of array 
memory. 

Since Commodore BASIC allows a 
maximum length of 255 bytes for strings 
we can be sure that a garbage collect is 
due jiffies after free memory falls below 
256 bytes. 

To calculate free memory don't use 
the FRE function (unless you want to 
keep triggering lock-ups). The best way 
is to read the difference between the 
pointer to the bottom of strings and the 
top of arrays (see Table 2). The free mem- 
ory value is thus given by: 

FM=PEEK(51)+256*PEEK(52)-PEEK 
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EXTENSIVE RANGE OF PUBLIC 

DOMAIN SOFTWARE FROM UK, 

USA, AUSTRALIA. 

EACH DISK CONTAINS MANY 

EXCITING PROGRAMS FOR ONLY 

$S PER DISK. 

• SPECIAL • 
INTRODUCTORY 

OFFER 

5 DISKS ■ $20 

^ FREE CATALOGUE DISK 

• GAMES • GRAPHICS 
• UTILITIES 

• TUTORIALS 

IMMEDIATE DELIVERY 



(49)+25S*PEEK[50) 

The strategy you adopt when the low 
free memory alarm goes off is up to you. 
While developing your program you 
could ensure that all functions after this 
point are string memory neutral. 

If a garbage collect is unavoidable it's 
important to give some explanation 
about what's going on, or to mask the 
lock-up behind a period when the user 
will expect no response from the key- 
board or movement on the screen. Even 
better would be to clean up string memo- 
ry so quickly that he or she doesn't no- 
tice. 

How bad can those 
Garbos be? 

• Well, let's see. Add these lines to 



PLEASE SEND 5 DISK OFFER 
S20 CHQ/M.O. ENCLOSED 



Please tick your preference(s); 

G ames Computi ng 

An General 



PLEASE SEND FREE 
CATALOGUE 



Name:. 



Address:, 



PostCode: 



Post To:: BRUNSWICK PUBLICATIONS 

29 WATSON STREET 

BONDI NSW 2026 



your WOLF program above: 

20DIMSHEEP$(8350) 

60BS=PEEK(51)+256*PEEK(S2);TA=PEEK 

(49)+256*PEEK(50) 

70FM=BS-TA:IFFM<214THENPRlNr{CTRL 

71GARBAGEC0LLECT10N" 

In line ten this DIMensions an array 
which simulates the memory taken by a 
fair sized program, arrays and variables 
(100 blocks worth). We'll use the sheep in 
a minute. 

Lines 60 and 70 read free memory 
and signal an imminent garbage collect. 
The alarm level is cut a little finer here 
because the length of the last string is 
known. 

So run the program ... Aha there are 
the garbage dumps he's been going on 
about ... two of them ... But wait a min- 
ute, those collections take no time at all! 
What's all the fuss about? 

Considering there were about 32 kilo- 
bytes of garbage to clean up, that was 
pretty speedy. In fact garbage collection 
should be called "active string collection." 
All the system had to do in this case was 
to reset a pointer and rewrite one string 
to the top of memory. 

Alas this is not the string configura- 
tion in most real life programs. Change 
and add the following lines to simulate a 
user memory laced with active strings 
and watch what happens: 

70FWI=BS-TA:IFFM<2UTHENPRINT"(CTRL 
7!GARBAGECOLLECTIOM(-X"SHEEP>" 
90SHEEP$(X)="MiA39times}"+"" 
1 0OP Rl Nr{CTBL2)"SHEEP${X) 

It takes about 58 seconds for the sys- 
tem to herd those bleating SHEEf^ up to 
greener pastures. And the garbage collec- 
tions go on and on. It takes six of them 
before WOLFS finally reaches 255 bytes 

Notice that at each call to the high 
strings corral there are more SHEEPS and 



it takes longer to collect them. The only 
way to stop them critters is to get out 
your RUN /STOP RESTORE and blast 
em. The program takes about 10 minutes 
30 seconds to run. More than nine min- 
utes is wasted in garbage collection. 

Conclusions 

• Dynamic string garbage brings on 
unnecessarily early and more frequent 
garbage collects. Meanwhile the duration 
of the lock-ups is influenced by the total 
number of active dynamic strings in the 
system at that time. One other factor that 
influences the duration of a garbage col- 
lect is the amount of memory taken up 
by program code, arrays and variables. 
That slows all BASIC functions. 

Custom cleaning 
services 

• If the Commodore cleaners take 
just too long for you then one alternative 
is to run your own service. You can 
achieve this quite simply from BASIC. To 
do this set the bottom of strings pointer 
back to the top of memory value and 
then reinitialise the finalised forms of the 
strings you want to keep. So let's add a 
Custom Collect routine to the WOLF pro- 
gram. Change and add these lines: 

70FM=BS-TA: I FFM<256THEN PRINT" {CTRL 

71 CUSTOM 

COLLECTION :GOSUB500:GOTO600 

500REMCUSTOMCOLLECTION 

510POKE51,0;POKE52.160 

520WOLF$=WOLF$+'" 

530FORS=20TO30;SHEEP$(S)=SHEEP$ 

(S)+-':NEXT 

54CRETURN 

This subroutine can be handy if your 
program has generated a lot of active 
strings you don't need any more. It per- 
forms all of the chores of a garbage col- 
lection but can be only a fraction of the 
time. Also if you have a set of strings that 
are defined at initialisation, you can read 
the bottom of strings pointer after they 
are first set up. Then, if you want an in- 
stant reset, poke the pointer back to those 
original values. 

A better way 

• There are limits to the amount of 
pollution any system can take (don't we 
know it at Manly!). Pollution control de- 
pends on sorting out the good from the 
bad, and that sorting can eventually take 
up too much time and energy. 

In my next article we're going to ap- 
ply the Greenpeace solution to pollution: 
stop it at source. We'll look at how we 
can expand the power of dynamic strings 
and cut out the unnecessary costs. Q 
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45MB TINY TIGER II $1099 
PORTABLE SCSI HARD DRIVE 

Tiny Tiger is a high performance SCSt Hard Drive System 
for the Amga. Features include: 

* PORTABLE - plugs directly into all nnodels of the Amiga 
through M.A.S.T.'s exclusive parallel port SCSI interface 
included FREE with each Tiny Tiger 

. * RELIABLE - Fujitsu mechanisms mean superior performance 
and 1 2 months to 5 year warranties 

* VERSATILE - plugs into any SCSI interface if you do not wish 
go through the parallel port intBrface included. May be 
used STANDALONE or datsychoined to other systems 

e.g. A590 or Fireball Hardcard 

* FLINCTIONAL -Front ponel displays SCSf address, status of 
parity, write-protect, drive select, drive termination and auto 
power. 

* Attractive - comes in sleek, beige case 

* READY TO GO - all software and cabling included ■ just power 
up and Tiny Tiger is ready to roar. 

* AFFORDABLE - the best system for the best price 

45MB $1099 90MB $1549 

136MB $1849 182MB $2 199 

PERFORMANCE BREAKTHRU 

FIREBALL A2000 SCSI HARDCARD 

* 650K BYTES/SEC SUSTAINED a. ^ /-n ^^ 
•UNIQUE WORD-LOCK DMA SvUO 

* TURBOCHARGED WITH MAST \f^7y 
THROnU MODE DMA 

* AUTOBOOTING (may be switch disabled) 

* STATUS l£Ds 

* COMPATlBlf Wm SYQUEST 

* RELIABLE - uses finest quality 
Fujitsu drives ^^ 

'ECONOMFCAL- W^ 

Fireball + 45MB $999 + 90MB $1 549 

+ 136MB $1849 +182MB$2129 

+ 672MB $5249 
+ 44MB Removable $1369 



RAW HARD DRIVES 

45MB 12nii Fujitsu $799 

$0m nms Fujitsu $1299 

136MB 11ms Fujitsu $1599 

182MBllrnsFuiJsu $1849 

672MB 10ms Fu itsu $4950 

44MB Removable $1099 

Cartridges $189 
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FOR A500: 

MICROMEGS-512kRAM $139 

cilendar ■ A501 dona 

. FAST RAM S499 

axtamal, "pocksFiize*, plug and go 

MAXEMEGS ^ 2.3MB RAM ^ plugiinbAfOi 

slot GfvB up to 2Ma oF GfW*H]CS RAM hy trti Using 
btoclt Ewilching. S»ad MoyA/W. 
Avatlnbts »»ii. 

QUATROMEGS - 4MB RAM • plgg> inio A501 

ilol. Giv« up lo 4MB oF RAM, 

2MB $589 4MB $CAli 

FOR Al 000; 

MINIMEGS - 2MB FAST RAM $499 

FOR A2000; 

OaOPLUS • 8M& FAST RAM 

with 2M6 $499 

SIMM MODULES -1 x8-80ns for GVP cords 

RAM CHIPS - call for latest pricing 



M.A.SJ. 



WRITE 
PROTECT 

PARITY 
STATUS 



TERMINATION 
STATUS 

DRIVE 
SELECT 




Attention Readers: 

Wi hovB n factory in ifia U-S, and air-import 
Amiga ha«Kva re and io^Q re every wesk r W« 
coiry nong* oF buirnsss, uEtFily, gnsphfcs oncJ 
en1ertainiTwntuFtwar« aljh« LOWEST PfirCES. IF 
cheaper genuinely odverffsod pnce 
in [[lis mQoazene, we will beat if - 



you find a 

elsewhere in fhis mQoazene, 

CUARANTEEDi* 

-WE IMPORT £VEimHNS AMIGA- 



AMIGA HARDWARE & 
SOFTWARE mLES 



A-Mox 

AmjAlignnwnl 

Afllnrragic 

AnitiKils 3D 

ArtuuLM 

BAD. 

Gin Do 

Cepyijt PfoF.-Or.T. 

Mum Point 111 

DriuxaVIilaalll 

OigiPnint 3 

DigiView GOLD 4.0 

-0]m«fa + Leni 

Excel Wicfl 

ExpnaCepy 

Eipr«i Painr VI 

IcAiuCVf 

PogHhsoTTi 

PogvlTHni fonh 

Pan Pal 

PlHinoFfl 

Prof Pqu 
Quarbroack 
Taxi-Ed Plui 
Turbo SiNw 
TV Sh^v Profsuionol 
TV Tut PorfBiiimal 
Video & At I m Bockar. 
Video EFeds 3D ffi 
VidecHcapA 3D 
Video Ti4r 
WShell 

X-CAD Dasignar 
X-CAD Pmf. 
X-Cop^ 
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J5? 

$139 

m 

MS 
$69 

$1S9 
CWt 
U29 

mi 

$123 
$279 
$S49 
$219 

$69 

M9 
$409 
CM 
^$52 
$175 

$i9 
CAU 

$es 

$109 
|Z75 
CAll 

H 

m 

S329 

»15 

$I«3 

$69 

$163 

CAU. 
$43 

ENHANCED UNIDRIVE $1 99.95 

wilh TRACK 1£0 DISflAV, HARDWARE V/finEA^RUS PROTECT, 
PASS-THRU, ON-OfF SWITCH, SUPER LOW POWER, NO-CUCK 

UNIDRIVE - pass-thru, switch 
A2000 interna i drive - no- click 
AMlG-a-TOSH MAC drive 



$169.95 
$149.00 
$299.00 



Technical 
Excellence 



MEMORY AND STORAGE TECHNOLOGY 

19-21 BUCKIAND ST. BROADWAY. 2007 m: (02)281-7411 FAX (02)281-7414 



COMMODORE 
COMPUTER 




rc student Pack 
from $1,799 



INCLUDES OVER SSOO OF SOFTWARE AND ACCESSORIES 



Write essays, school reports and projects. Learn typing 
anci play games. Commodore Persona! Computer dual disk 
drive or 40mb hard disk system with colour monitor. Industry 
standard MS-DOS and 12 months warranty. 

Software titles include Bank Street Writer, the first 
genuinely easy-to-use word processor; Type, develop your basic 
typing skills; Where in Europe is Carmen Sandiego? Geographic 
and historical skills sharpener; and Karatel<a, a karate game 
of good, clean fun. Expert Training, a complete step by step 
instructional course on audio cassettes, plus W Floppy Disks 
to get you started. 



PC Home Pack 
from $1,799' 



INCLUDES OVER SSOO OF SOFTWARE AND ACCESSORIES 



Keep tax records, household budgets, write letters, play 
educational games, prepare pie and bar charts, word 
processing and more. 

Commodore Personal Computer dual disk drive or 40mb 
hard disk system with colour monitor. Industry standard 
MS-DOS and 12 months warranty. 

Software titles include First Choice; Touch Typing Tutor, 
learn to type professionally in no time at all; and Sim City, 
educational entertainment about life in the city. 

Expert Training, a complete step by step instructional 
course on audio cassettes, plus W Floppy Disks to get you started. 



CALL 008 023 233 FOR YOUR NEAREST COMMODORE DEALER. 



"Av jilaHe an capiTdl citiei & wlKteO r&quMiaJ a/eai, T All pncei quoted dre R RP. Software pactagti offered are nol prodiiteid b^ Coinanniott. 



HAS THE ONE STEP 
SOLUTION 




Small Business Small Business 

PC Admin Pack $3,299' PC Account Pack $3,299' 



INCLUDES OVER 51,000 OF SOFTWARE AND ACCESSORIES ■ INaUDES OVER S1,0C 



rWAR£ A.ND ACCBSOR1E5 



Zip through correspondence, price lists, spreadsheets: 
merge invoices against customer queries. Brilliant graphics for 
presentations. Commodore Personal Computer 40mb hard disk 
system with colour monitor. Industry standard MS-DOS and 
12 months warranty. 

Software titles include Quattro Pro, for quality presen- 
tations and superior spreadsheet power; Sprint, easy to use, 
fast and flexible, the powerful word processor. 

Expert Training, a complete step by step instructional 
course on audio cassettes, plus 10 Floppy Disks to get you 
started. 



Full accounting pack with ledgers, inventory, profit/loss 
and invoicing. Commodore Personal Computer 40mb hard disk 
system with colour monitor. Industry standard MS-DOB and 
12 months warranty. 

Software includes Sybiz Bookworker, Australia's inter- 
nationally famous accounting package, the complete program 
for keeping all your business accounting books; Sidekick Plus, 
the enhanced personal productivity system; diary, calculator, 
phone book, alarm and file manager; and Expert Training, 
a complete step by step instructional course on audio cassettes, 
plus to Floppy Disks to get you started. 



Con-SdC 



FREE 




jSa COM 04 73 
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A tutorial for beginners Part 3 



by Andrew Leniart 



WELCOME TO THE THIRD instal- 
ment of our tutorial on the Ami gas Com- 
mand Line Interface. 

For those of you that have just discov- 
ered this series, you can read Part 1 of 
this on-going tutorial in the May edition 
of Australian Commodore and Amiga Re- 
view. Part two is in July and I suggest that 
you get a hold of these editions and read 
up in order to gain the full benefit of 
what this instalment contains! 

This issue we will examine the work- 
ings and some of the complexities of the 
diskdoctor, formatting disks and deleting 
files and a couple of other things as they 
come to mind. 

Formatting floppies: 
ihe why and how 

Scenario; Having just purchased an 
Amiga, you trot down to your local com- 
puter store and make the first of many 
donations to them in order to get some 
blank disks. You get home, load up your 
Workbench and slam one of your new 
disks into a drive to copy some files onto 
it or whatever. 

The disk drive spins, makes a couple 
of crunching noises and finally a disk 
icon comes up on the screen with the 
name "DFl:NDOS" or "DF1:BAD". There 
may have even been a couple of request- 
ers appear at the top left of your screen 
with the Amiga complaining that it can't 
validate the disk, and suggesting that 
you diskdoctor the disk. 

So what's going on? Well, don't pan- 
ic. You haven't bought the wrong type of 
disk or anything like that. It's just that the 
Amiga needs to prepare this disk for it- 
self before it can read or write to it. It 
does this by way of formatting. 

Imagine the blank disk is like a new 
car park, with fresh bitumen ready for 
use - but no parking spots marked out - 
just wide open space. Before the car park 
is ready to use, white lines must be paint- 
ed to mark where cars may be parked 
and direct traffic flow. Let's apply this to 
the Amiga. 

When you first buy a box of 3.5 inch 
disks, you are getting an empty carpark, 
or a perfectly blank magnetic media. At 
this stage the disk is ready to be used by 
any type of computer, be it an IBM, Atari 
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ST or whatever. In order to organise the 
disk so the Amiga can deal with it, we 
need to FORMAT the disk using the CLI, 
or INITIALISE it via the pull down menu 
on workbench. This process organises the 
disk ready to store information in Amiga 
format. 

The difference in disk formats from 
one computer disk operating system to 
another is the way the lines in the car 
park or the format in which information 
pockets on the disk are arranged. 

Once a disk is formatted, you can then 
use it to write and store data to, copy 
games onto it and all the good gear like 
that, without the Amiga complaining that 
the disk is not to its liking. But how do 
we do it ? 

Formatting a disk in Cli is not as diffi- 
cult as it might sound. Let's look at the 
command template: 

Format DRTVE <dis*k> NAME<name> 
[NOICONS] 

Now let's analyse the above template: 
"Format" is obviously the command 
which you want the Amiga to execute. 
"DRIVE" tells the Amiga which drive the 
disk you want processed is going to be in. 
"NAME" allows you to specify what the 
disk will be called after the process is fin- 
ished and "NOICONS" allows you the op- 
tion of not having the Trashcan Icon be- 
ing placed on the newly formatted disk. 

So to format a disk in drive DFl :, call 
it "My Disk ' and not bother with having 
a Trashcan on it, (the Discard item on 
Workbench does the same thing anyway) 
we would open up a Cli and type in -) 

Format Drive dfl: Name "My-Disk" 
NOICONS 

and hit Return. If everything went well, 
the Amiga would then respond with "In- 
sert disk to be initialized in drive DFl: 
and press return". Then it is a simple mat- 
ter of following the instructions given on 
screen. 

Formatting is also a good and effec- 
tive way of creating a blank disk if you 
have one that's full of stuff you never use 
anyway. However caution should be 
used doing this, as once a disk has been 
formatted, everything on it will be wiped 



and lost forever, so be sure that this is 
what you want to happen! 

Now the above command template is 
for the 1.2 version of workbench. The 1.3 
upgrade gives you a couple of extra fea- 
tures which I think it is worth spending a 
few lines on explaining. Here is the com- 
mand template for the 1.3 Version of 
Workbench -) 

Format DRIVE <disk> NAME <namc> 
[NOICONS] [QUICK] [FFS] [NOFFS] 

The "Quick" argument speeds up the 
formatting operation so that it only takes 
a few seconds to format a disk which has 
been formatted at least once before. The 
time saving is considerable as normally 
the process takes about one to two min- 
utes to complete. 

The "FFS" and "NOFFS" arguments 
work together. These are used when for- 
uatting a Hard Drive (or Hard Disk as 
they are often referred to). Adding the 
FFS puts the new and faster FastFileSys- 
tem into use while the NOFFS causes the 
slower FileSystem to bo used. Wc will 
look at these two arguments in more 
depth another time when wc start to get 
into "Mountlists" and what they arc used 
for etc. 

Using the 

Delete command 

Another way of getting rid of un- 
wanted files on a disk is of course the de- 
lete command. Strictly speaking. Delete 
does as the name suggests and removes 
files from the disk to make space for oth- 
ers. Most people think that once they de- 
lete a file it is gone forever, however de- 
leted files still do exist, it's just that DOS 
is fooled into not seeing them and using 
the space they occupied. 

Unlike with formatting, you can in 
fact sometimes recover files you may 
have deleted from a disk with the help of 
DiskDoctor or other utility programs in 
the public domain; and I'll explain how 
to go about that shortly. Firstly though, 
let's look at how we use Delete... 

Type in "Delete ?" in the Cli and you 
will end up with the following command 
template using Workbench 1 .2 -) 

(Continued on page 53) 
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Amiga Action 
Amiga World 
Amiga Format 
Amiga Computing 
The One 
Zzap 

Support disks for Abacus books available. 
This is just an example of the many books and 
magazines that we have in stock. Please call 

about our subscription rates. 
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59 .95 
69.91 

B9.95 
59.95 
■ 59 .9| 

■ 49,95 

■ 49.95 



Bomber 
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49.95 \— 

59.95 

69.95 

49.95 

49.95 

B9.95 

59.95 

■ 69.95 

49.95 



PLUS 



FOU 
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GoW • ■ ■ ■ ■ 
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We also stock 
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-"e for a catalogue now. °' 

ACTION REPLAY V) ..q 

NOWINSTOCK 



ITEM 



FORMAT 



QTY 



Name: 



Address: 
State: 



Postage 
TOTAL 



P/code: 



PRICE 



Postage: 

surface within Vic $3.00 per item 

surface outside Vic $5.00 per item 



Card type: 
Card No; 
Expiry: 
Signature: 



POST TO: PACIFIC MICROLAB. 277 ELIZABETH ST, MELBOURNE, VIC 3000 
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mM/GA COMPUTER 



PHONE f02J 99 4441 
FAX (01) 979 6629 



QAMES . . . 



3-D POOL $49.95 

5TH GEAR $39.95 

688 ATTACK SUB $45.95 

APB S49-9S 

ACTION nCHTER $69.95 

ACTION PI lASER - SPECIAL $39.95 

ACCORDION $39.95 
ADVENTUREPAK'COMP(4INI) S59.95 

ALL DOGS GO TO HEAVEN $69.95 

ALTERED BEASTS $59.95 

AMERICAN DREAMS $59,95 
AMOS GAME CREATOR HHSMowii $135.00 

AQUANAUT S39.95 

ARMADA $49,95 
ARTI lUR-QUEST FOR EXCALBUR $99,95 

ASTERIX $49,95 

ASTRO MARINE CORPS S69.95 

BATMAN - GAPED CRUSADER S59.95 

BATMAN - T! IE MOVIE $59,95 

BATTLE CHESS $6L95 

BATTLE SQUADRON $59.95 

BATTLE VALLEY $49.94 

BATTLESHIPS $19,95 

BEACH VOLLEY $49.95 

BERMUDA PROJECT $59,95 

BEVERLEY HILLS COP $49,95 
BIG ONE - LOTTO SYSTEM MANAGER $29.95 

BIG CHALLENGE $49,95' 

BLACK TIGER $49.95 

BLUE ANGEL 69 $49,95 

BORODINO $49.95 

BRIDGE PLAYER $59,95 

BUBBLE+ $49.95 

BUDOKAN $49,95 

BUFFALO BILLS RODEO $59,95 

CABAL $49.95 

CALCULATION $39.95 

CALIFORNIA Q-IALLENGE $39.95 
CASINO GAMBLING TsuMFCAsiLE $49.95 

CASTLE MASTER $39.95 

CASTLE WARRIOR $69,95 

CHAMPIONS OF KRYNN $54.95 

CHARIOTS OP WRATI^I S49.95 

CI lASE HQ $49,95 

CHESS PLAYER 2150 $69,95 

CHICAGO 90 $49,95 

CHRONO QUEST II $79,95 

COMMANDOS $59,95 
CONTINENTAL CIRCUS - SPEOAi. $45,00 

CRAZY SHOT - game/ gun $49,95 

CREATURE - game/gun $49.95 

CYBERBALL $49.95 

DRAGC5N FORCE $69,95 

DANGER FREAK $61.95 

DARIUS + $49,95 

DARK CENTURY $59,95 

DARK SIDE $49,95 

DAY OF THE PI L\ROH $54.95 

DE JA VU n $69.95 

DEMONS TOMB $84,95 

DEMONS WINTER $45.95 

DISTANT SUNS $79,95 

DOUBLE DRAGON II $54,95 
DR PLUMMETS HOUSE OF FUN $49,95 

DR DOOMS REVENGE $54,95 

DliAGON OF FLAME - AD&D $45.95 



DRAGON SPIRIT - SPEQAL 339.00 

DRAGONS BREATH $79.95 

DRAGONS LAIR II $89,95 

DRAKKEN $59,95 

DREAMZONE $39.95 

DRIVING FORCE $59.95 

DUNGEON MASTER IMEG specify $61.95 

DUNGEON MASTER 512K $61,95 

DUNGEON MASTER ASST, VOL! $45.95 

DYNAMITE DUX! $59,95 

ELITE + CARRIER COMMAND $79,95 

ELITE GAMES PACK VOLl $49,95 

EMPEROR OF THE MINES S49.95 

EXTRA TIME- For Kick off $59,95 

ESCAPE i-ROMPLANETROEOT-NEWI $49.95 

F-19 STEALTH FIGHTER - NEW! $89,95 

FOFT S69,95 

F29 RETALIATOR - HOT!!! $6L95 

FA/ 18 INTERCEPTOR $45,95 

FAERYTALE - OLD BUT ACOODIE $69,95 

FALCON MISSION DISK $49.95 

FASTBREAK $49,95 

FERRARI! FORMULA ONE $45,95 

FIENDISH FREDDY SPECL\L $55.00 

FIGHTER BOMBER HOT! $49.95 

FIRE & BRIMSTONE K9.95 

HRE BRIGADE $49.95 

RRST CONTACT $49,95 

FORGOTTEN WORLDS $49,95 

FULL METAL PLANETS $59.95 

FUSION - SPECIAL! $35,00 

FUTURE DREAMS $59.95 

GARFIELDS WINTER TALE $49,95 

GI lOSTS & GOBLINS $59,95 

GOLDRUSH - SPECIAL $49.00 

GRAND NATIONAL (HORSES) S49,95 

GREITZY I lOCKEY S69.95 

HARD DRIVIN $49.95 

HARDBALL II - NEW! $59.95 

HERO'S QUEST $59,95 

HEWSONS PREMIIER COLLECTION $49.95 

HIGI IWAY PATROLL !I $59,95 

HILLSFAR DUNGEONS & dkacon's $45,95 

■ HOUND OF SHADOW $49,95 

HUNT FOR RED OCTOBER $44,95 

LUDICRUS $59.95 

IKARI WARRIORS $19.95 
IN DIANA JONES - tE-WI.e of doom $69,95 

INTERPl lASE $59.95 

IRON LORD $59.95 

ITALY 1990 - GREAT SOCCER $59.95 
IT CAME FROM DESERT - a'ECiAi. $54,95 

JUMPING JACKSON HICHERY $49,95 

KEEP THE THIEF S49.95 
KELLY X S19-95 

KENNY DALGLISH SOCCER $49,95 

KID GLOVES S69.95 

KINGS QUEST I $44.95 

KINGS QUEST II $44,95 

KINGS QUEST HI $44,95 

KICK OFF II $59,95 

KLAX $49.95 

LEISURE SUITLARRY $52.95 

LEISURE SUIT LARRY 11 $52.95 

LEISURE SUIT LARRY III 579,95 

LICENSE TO KILL $49,95 



LITTLE COMPUTER PEOPLE $19.95 

LOMBARD RALLY $59.95 

LORDS OF THE RISING SUN $69,95 

LOST DUTCI IMANS MINE $69,95 

LOST PATROL - NEW $59.95 

MANHUNTER- NEW YORK $61.95 

MANIAC MANSION $61 ,95 

MAYDAY SQUAD $49,95 

MEGA PACK #1 $69,95 

MICKOPROSE SOCCER $59.95 

MIDWINTER $79,95 
MILLENIUM 2,2 NciJ still playing it $52,95 

MORTVILLE MANOR $39,95 

MOTORBIKE MADNESS S19.95 

MR HELLI $59,95 
MURDER ON THE ATLANTIC $49,95 

NAVY MOVES $39,95 

NEVERMIND $54,95 

NEW ZEALAND STORY $59,95 

NINJA WARRIORS $54.95 

NORTH AND SOUTI I $59.95 

NUCLEAR WAR $49,95 

OIL EMPORIUM S54.95 

OMEGA $59,95 

ONSLAUGHT $49.95 

OOZE $49,95 

P47 $59.95 

PAPERBOY $49,95 

PERSIAN GULF INFERNO S59.95 

PHANTASM $29,95 

PICTIONARY $45.95 

PINBALL MAGIC $39.95 

PIPEMANIA $59,95 

PIRATK - MICROPROSE $59,95 

POLICE QUEST $61,95 

POLICE QUEST H $59,95 

POOL S19.95 

POPULOUS DATA DISK $29,95 

PORTS OF CALL - QUALITY $39,95 

POWEDRIFT $59.95 

POWERDROME-SPEICAL $39.00 
PRECISION APPROACH 727 - iw~. $129,95 

PREMIER COLLECTION $49,95 

PRISON $49,95 

PUFFY'S SAGA $59,95 

PURPLE SATIN DAY $52.95 

PYSCI !0 $49.95 

QUADRALIEN $69.95 

QUARTZ $49,95 

RAIN BOW ISLAN DS $59,95 

RELAM OF THE TROLLS $61,95 

RED LIGI ITNING - SPECIAL $45,00 

RESOLUTION 101 - NEW! S59.95 

RICK DANGEROUS $49,95 

ROADWARS $79.95 

ROCK N ROLL - NEW! $49,95 

ROMANCE OF 3 KINGDOMS $99,95 

RVF HONDA $49,95 

SDI $59.95 

SAFARI GUNS $49.95 

SCRAMBLE SPIRITS $49.95 

SHADOW OF THE BEAST $59,95 

SHADOW GATE $49,95 

SHINOBI $54,95 

SHUFFLEPUCK CAFE $59,95 

SIDESHOW S49.95 



The advertisement was put together using: Microfiche Filer, Pro Page 1.3 and Sharp JX-100 Scanner 
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PHONE i02) 99 4441 
FAX f02} 979 6629 
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MORE GAMES . . . 

SILENT SERVICE S49.95 

SILENT SERVICE K SCALL 

SIM CITY 584,95 

SIM CITY Mega [ lOT!! $84.95 

SIM CITY TERRAIN EDITOR $34.95 

SIR FRED THE LEGEND $59.95 

SKATE OF THE ART $69.95 

SKIDCXi S39.95 

SK WEEK $49.95 

SKYCHASE $52.95 

SLEEPING GODS LIE $69.95 

SOLITAIRE-VOLl SEAHAVEN $39.95 
SOLITAIRE-VOL2 CALCULATION $39.95 
SOLITAIRE- VOL3 ACCORDION S39.95 

SPACE ACE -SPECIAL S79,95 

SPACE CONQUEST $49.95 

SPACE QUEST $44,95 

SPACE QUEST II $42,95 

SPACE QUEST III $59.95 

SPACERACER $49,95 

SPACE SCHCXIiL $39.95 

STAR BREAKER $49.95 

STAR COMMAND $45,95 

STAR RAID $49,95 

STAR RAY $49.95 

STAR WARS - SPECIAL $29.95 

STAR WARS TRILOGY $59.95 

STEEL S49.95 

STELLAR CRUSADE S45!95 

STRYX $54.95 

SUPERMAN - MAN OF STEEL $49.95 

SUPERMAN - NEW $49.95 

SWORDS OF TWILIGHT $45.95 

TARGHAN $44,95 
TEENAGE NINJA TURTLES - wow. $69,95 

TIIEIR FINEST HOUR $59,95 

TI IE CHAMP $59,95 

THE CYCLES $69,95 

THE DAY Q¥ THE PHAROAH $54,95 

THE HOUND OF SI lADOW $49,95 

TI IE STORY SO FAR 549,95 

THE STORY SO FAR VOL3 549,95 

THEJOYETTES S49,95 

THUNDERBIRDS 559,95 

TIME 569,95 

TOTAL ECLIPSE . S49.95 

TOWER OF BABEL 559,95 
TRACKSUIT MANAGER - soccer 539,95 

TREASURE TRAP 559.95 

TRLAD VOL2 559.95 

TRIAD VOU $59.95 

ORDERINQ DETAILS ... 

ALLOW 14 DAYS FOR DELIVERY. ALL PRICES ARE SUBJECT TO CHANGE .ADD $3 SOFTWARE POST, HARDWARE CALL FOR ARRANGEMENTS 

THB HARD DISK CAFE 

SHOP 9-15 BUNGAN STREET 

(ENTRANCE AKUNA LANE) 

MONAVALE NSW 2 103 

PHONE (02) 994 441 

FAX (02) 979 6629 

AUTHORISED EDUCATION DEALER 



TURRICAN $59.95 

TV SPORTS BASKETBALL $69.95 

TV SPORTS FOOTBALL $69.95 

TWIN WORLD $49.95 

TWO UP $29.95 

UMS SCENARIO DISK $29.95 

VECAS GAMBLER $49.95 

VINDICATORS S49.95 

VOYAGER S61.95 

WATERLOO 559.95 

WAYNE CREISKY HOCKEY 569.95 

WEIRD DREAMS $59,95 
WESTI'MASER GUN &r GAME 569,95 

WICKED $59,95 

WILLOW $69,95 

WINDWALKER S49,95 

WINTER GAMES S39.9S 
WOLF PACK -GIVE UP TREVORI SOON 
WORLD CLASS L /BOARD GOLF 559.95 

WORLD CUP SOCCER 559.95 

WORLD TOU R QOIF $46.95 

X-OUT $59.95 

XENON II $49.95 

ZAK MCKRACKEN $49.93 

ZANY GOLF $49.95 

ZORK ZERO $64.95 



PRODUCTIVITY 



AMIGA VISION - WOW! NEWl $199.00 

AMIGA POSTCODE $49,95 

ART PARTS - DPAINT III $49,95 

ATALK III - SPECIAL $49,95 

BARS AND PIPES 299,00 

CALCKEY $29 95 

CROSS DOS NEW VERSION 4,0 569,95 

DELUXE MUSIC CONSTR. SET S164.95 

DELUXE PAINT ill $249.95 

DELUXE VIDEO ill $164,00 

DIGIDROID $159.95 

DIGIPAINT 5 $154,95 

DIGIVIEW GOLD 4 $269.00 

DPRINT II -(NEW 1 .3 DRIVERS) $149.00 

DRAW 2000 - SPECIAL $149.00 

DUNLAP UTILITIES 599.00 

ECEMIDI $199.00 

FORMULATION $99.00 

HOMEBUILDERS CAD $299,00 

MASTER SOUND $89,95 



MAXIPLAN PLUS - SPECIAL $89,00 

MICROFICHE FILER - SPECL^L $89.00 

MIDI MAGIC 5299.95 

MUSIC X - VERY GOOD 5299,00 

MODELLER 3D - Spedal $69,95 

PENPAL $199.95 
PI lOTON PAINT V2.0 - Ham Paint $199.00 

PROFESSIONAL PAGE V1.3 $399.00 

PROFESSIONAL DItAW 2.0 ^99.00 

ECLIPS - PRODRAW CLIPART 5139.00 

PROWR1TEV3 $199.00 

QUARTERBACK $99.00 

SEASONS AMD HOUDAYSCUr AKI S49.95 

SMARTKEY 559.95 

SONIX2.0 5110.00 

SUPERBACK $99.00 

SYBIZ EASYl .EDCF.RS ACCOUNTING $375 .00 

SYSTEM 3 (Accounis) $129.00 

TV TEXT PRtlFESSIONAL $259.00 

THE ART DEPARTMENT $129.95 

VIDEO TITLER $169,00 



ALL ITEMS 

LISTED ARE IN 

STOCK AT TIME 

OF PRINTINQ . . . 

AND WILL BE 

SENT OUT THE 

SAME DAY 



ASK FOR 

KAREN, NEIL, ROBERT, 

DARREN AND MUSIC ROB/ 



TICK A BOX BELOW: 

CHEQUE ENCLOSED 

PLEASE DEBIT MY BANKCARD 
] PLEASE DEBIT MY MASTERCARD 
1 PLEASE DEBIT MY VISACARD 



DO NOT SEND CASH!! 



QTY 


DESCRIPTION 


PRICE 









ANOTHER PAGE OF GOODIES P.T.O. -^ 



EDUCATION 



AB ZOO - READING & TYPING 
ALPHABET 
ANIMAL KINGDOM 
ARITHMETIC 



AGEa-6 
PRESaiOOL 
AGE 6-12 
HIGH SCHOOL 



ASSOCIATED -WORD ASSOCIATION AGE 3-8 
BAMBINOS JIGSAW PUZZLE AGE 3-S 

BASIC GRAMMAR AGE 7 & UP 

CROSS OUT THE INTRUDER AGE 3-8 

DECIMAL DUNGEON AGE 5 & UP 

DISCOVER ALPHABET AGE 6 & UP 

DISCOVER CHEMISTRY AGE 12 & UP 

DISCOVER MATHS AGE 10 & UP 

DISCOVER NUMBERS AGE 6 & UP 

DISCOVERY GEOGRAPHY FJtPANSioN Dja<GRADE 9-12 
DISCOVERY HISTORY extansecn disk GRADE 9-12 
DISCOVERY MATHS MASTER DISK GRADE 1-7 
DISCOVERY SCIENCE expansion disk GRADE 9-12 
DISCOVERY SOCIAL sttudies ExpA^slCN iMSK GRADE 9-12 
DISCOVERY SPELL MASTER DISK GRADE 1-7 
DISCOVERY TRIVIA 1 expanseondisk VARIOUS 
DISCOVERY TRIVIA 2 pjiPANs™ disk VARIOUS 
FUN SCHOOL 2 AGE 6-8 

FUN SCHOOL 2 OVER 8 

FUN SCHOOL 2 UNDER 6 

GLOBAL TREK VARIOUS 

KIDS COLLECTION AGE 3-7 

KINDERAMA PRE SCHOOL - 

MATH A MAGICIAN 
MATH WIZARD 
MEDAL WINNER 
MEMORISE 
PLANET PROBE 
PROBABILITY 
READ A RAMA 

ROBOT READERS - AESOK FABLES 
ROBOT READERS -the UTTT.F. RKD hen 
ROBOT READERS -the three bears 
ROBOT READERS - TIE THREE uni.E pigs AGE 4-8 
ROBOT READERS-nffi UGLY ducklkg AGE 4-8 
SESAME STREET - LETTERS FOR YOU 
SESAME STREET - NUMBERS COUNT 
SESAME STREET - OPFOSITES ATTRACT 



AGE 5-10 

AGE 3-8 

HIGH SCHOOL 
AGE 5 & UP 

AGE 4-8 
AGE 4-8 



SPACE MATH 

SPELL BOOK 

SPELL BOOK 

SPELLBOUND 

SUM- IT MOUNTAIN 

SUNNYSIDE UP 

TALES OF THE ARABIAN NIGHTC 

TALKING COLOURING BOOK 

THE BIRDS & THE BEES - sex education 

TI IINGS TO DO WITi 1 NUMBERS 

THINGS TO DO WITH WORDS 

TRACKERS QUEST 

TRIGONOMETRY 

WHERE IN EUROPE IS CARMEN SArJDIEGO? 

WHERE INtiieusa iscarmen sandieoo? 
WHERE INtheworldkcarmensandiego? 

WHERE IN TTMEBCARMENSANDIEGO? 

WORD MASTER 



AGE 8 & UP 
AGE 4-6 
AGE 7 & UP 



AGE 8-12 
PRESCHOOL 
AGE 7-12 
PRIMARY 
PRIMARY 
AGE 4 & UP 
HIGH SCHOOL 
VARIOUS 
VARIOUS 
VARIOUS 
VARIOUS 
AGE 3-8 



$39.95 

$49.95 

$69.95 

$69.95 

$39.95 

$39.95 

$49.95 

$39.95 

$69.95 

$39.95 

$39,95 

$39,95 

$39.95 

$29.95 

$29.95 

$59.95 

$29,95 

$29.95 

$59.95 

$29.95 

$29.95 

$49.95 

$49.95 

$49.95 

$34.95 

$59.95 

$69.95 

$49.95 

$69.95 

$49.95 

$39.95 

$49.95 

$69.95 

$69.95 

$34.95 

S34.95 

$34-95 

$34.95 

$34,95 

$49.95 

£49.95 

$49.95 

$39,95 

$39,95 

$39.95 

$59,95 

$49.95 

$49.95 

$69,95 

$49.95 

$39,95 

$39,95 

$39,95 

$54.95 

$69.95 

$84,95 

$84,95 

$84,95 

CALL 

$59.95 



[J=[]^!M 




HARDWARE 

AMIGA 2000 COMPUTER 
AMIGA 2000 + 40MB HARD DRIVE 
AMIGA 2091 /40HD 15MS QUANT 2MB-OPT 
AMIGA 500 COMPUTER 
AMIGA 51 2K RAM EXPANSION 
AMIGA EXTERNAL DRIVE 
AMIGA STARTER KIT 



$1,850,00 
$2,950,00 
$1,100.00 
$799.00 
$185.00 
$189.00 
$875.00 



ALL AMIGA'S COME WITH FREE TUTORML VIDEO 
(VHS) AND ABOUT 18 FREE GAMES. 

AVAILABLE 
ONLY FROM THE HARD DISK CAFE! 

1084S COLOUR MONITOR S499,00 

A590 HARD DRIVE (EXPANDABLE) $799.00 

BIG BLUE AMIGA (XT IBM CARD) SOON 

CANON STILL VIDEO CAMERA -GREAT CALL 

CANON WIDE ANGLE LENS (NEW!) SI 10.00 

CITIZEN 200GX 9 PIN COLOUR $475,00 

CITIZEN 5800 9 PIN B/W $350.00 

CITIZEN GSX-140 24 PIN COLOUR $799.00 

COMMODORE A2300 INTERNAL GENLOCK £750,00 

COMMODORE MPS1230 9PIN B/W $350.00 

COMMODORE MPS1280 136 COLUMN $399,00 

HP DESKJET 300DPI LETTER QUALITY $1,275,00 

KURTA GRAPHIC TABLET CALL 

NERIKI DESKTOP GENLOCK $1,1 99.00 

PRISM COLOUR SPLITTER - HI WAL! $499.00 

SHARP SCANNER JX-100 CALL 

VIDTEK GENLOCK CALL 



ACCESSORIES 

1,3 ROM CHIPS $29.95 

SUPER AGNUS CHIPS S59.95 

DISK DRIVE EXTENSION CABLE $29,95 

1084S MONITOR EXTENSION CABLE $39.95 

JOYSTICK EXTENSION CABLE $10.50 

MITY MOUSE JOY/MOUSE BOX $49,95 

STEREO/MONITOR SWITCH BOX $29,95 

HARRIS ANTIGLARE SCREENS $39,95 



FOR ORDERING DETAILS SEE THE 
PREVIOUS PAGE 



So you've had your computer for a while, and you'd like to fiddle around with the music side of things, or music is the 
reason for your Amiga piuchase. 

Where do you go for advice on which musical package suits your needs and how to use it? 

The most logical place would be where you bought your machine, right? What's that you say, you tried that already only 
to find not a lot of information forthcoming. Even the best of Amiga dealers do not necessarily know the difference . _ 
between a stave and a clef. j* * • 

All that is about to change, the Hard Disk Cafe has a music man to show us all the way. From entry level and 
beyond he will advise you on the ins and outs of Amiga and music. The Hard Disk Cqfe will have Music Rob eachj^ J=^ 
Wednesday in the shop with all his gadgets. So come along for a chat. 



Entertainment 



Delete 



liiittfii 



ALL/S, Q=QU1ET/S 



The (,) commas represent how many 
file names you can type in to delete on 
the one command line. It does not matter 
that everything will not fit on one line as 
the Amiga will "wordwrap" the com- 
mand on successive lines and will not ex- 
ecute it until you press return. 

The other two are "switches" which 
can be used with the command. ALL 
tagged on the end will delete all files in a 
given directory as well as the directory it- 
self. For example:- 

Delete DFO:Demos ALL 

would delete everything in the Demos 
drawer. Note that this switch will fail if 
something within the directory is cur- 
rently being used (if for example you 
have one of the demos running) or if you 
have assigned sontething within the di- 
rectory in the start up -sequence. 

The Q or QUIET switch suppresses 
the output of the progress of the com- 
mand to the screen. When you delete a 
number of files, the Amiga will progres- 
sively tell you on screen when each file 
has been deleted. The QUIET switch tells 
the Amiga you do not wish to be bored 
by this happening! 

The use of Wildcards is ideal with the 
delete command as you can delete many 
files with similar names very easily. But 
first, let's look at what wildcards are and 
what type of situations could cause us to 
want to use them. 

Wildcards 

Just like a Joker card acts in the card 
gan:\e VOKER, Amiga wildcards perform 
similar functions for us in the Cli. We 
have the ability to match numbers and 
characters by the use of (#) for numbers 
and (?) for characters. But why would we 
have many filenames with a similar 
name to them, and when would we need 
to match them ? 

Well, when programming for in- 
stance, it is a good idea to save work to 
disk often. Most programmers would 
save at least every second time with a 
slightly different filename. Why? Because 
this lessens the chance of losing all their 
work in the event of a major crash or cor- 
rupted disk. This will become a little 
clearer when we later talk about Diskdoc- 
tor. 

Anyway, assuming that the programs 
name is "Cards", then we woiild save af- 
ter say 15 minutes to that filename. The 
next time we save to disk, we might call 
it Card si and later Cardsj and so on. By 
the time we were finished our Card game 
program, we might have something like 



15 filenames on the disk, each represent- 
ing one stage further in the program, I ac- 
tually use this safeguard system when 
writing long articles, to lessen the chance 
of losing all the hard work. (You would 
understand if you saw the speed at which 
I type)! 

To get rid of all these files fix>m the 
disk, we could "delete" each one individ- 
ually which takes quite a bit of work, or 
wc could use the WildCard function like 
so:- 

DeleteDFl:Cards#? 

The above command would delete all 
files with the name Cardsl right through 
to Card si 5 or whatever. With this exam- 
ple, you can see how much quicker and 
easier wildcards can make Ufe in the CLI. 
But wait,,. 

We have just deleted all the files of 
our program using this great function 
and we forgot to rename the finished one, 
so that's gone too! Have we lost all our 
hard work...? Well, in a way we have, but 
then again maybe not. We can use the 
Diskdoctor to help get us out of trouble 
here. 

The Diskdoctor 

Simply put, diskdoctor is just another 
command in the "c" directory of our 
workbench disk. However this is an ex- 
cellent and quite powerful command 
which is capable of repairing a disk 
which might have been corrupted in 
some way. ie; If you accidentally eject a 
disk from a drive while the drive head is 
operating, it is almost certain that the 
Amiga will not be able to read that disk 
again. 

What would happen when you put 
the disk back is that the drive would 
grunt and groan as it tried to validate the 
disk, until eventually you would get a re- 
quester on the screen which told you that 
the disk is corrupt. Cancel this requester 



100 PAGE CftTALOGUe 
PLEASE CALL IN & PICK ONE UP 



CHEAP DISKS 

■-SirVBj'NO BRAND" 

I DELIVERY ?V BOXES OF 10 DISKS 
\OVER$100 > ' LIFETIME WAHRftNTY 

"" ■ 1.9 ID* 50* 100* 5Q0t 

S1/4-DS/DD $5,Z0 $4.90 $*.80 $4.60 $4.50 
5 V4"DS/HD$12.50 $11.50 $10.75 $9.80 $9.50 
31/2"DSyDD$12.50 $11.50$10.75 $9.80 $9.50 
3 1/2"DS/HD $32.50 $23.50 $29.00 $28.50 $27.50 
ROD IRVING ELECTRONICS 

MELBOURNE; 48 A'BeqkcIt SI, Cily. PH; (03) 663 61 SI 
NORTHCOTE: 125 High SI. NOrltlCOtQ. PH: (03) 189 6866 - 
SYDNEY: 74 Parramalla Rd.Slanmore. PH:(02) 513 3134 
MAILORDER:56RcnveiRd.Claylon. PH:(D3)S437S77 
HOTUNE: OOe 33 5757 



and all you get is "DR):NDOS" as the 
name of the disk on workbench. This re- 
sults in the disk being unusable because 
the Amiga can no longer read it. 

This is where the DiskDoctor comes 
in. Here is the command template -) 

Diskdoctor DRIVE/A 

Now in this case, the "/A" represents 
an argument. This must be entered when 
using the command otherwise it would 
fail. Assuming the dud disk is in the first 
external drive DFl:, we would enter 
"Diskdoctor DFl :" and press return. 

The good doctor would then com- 
mence surgery on our sick disk and do 
his utmost to rescue our data for us. Now 
this is where we might be able to get our 
deleted files back as well. A disk need 
not be "corrupt" in order to be diskdoc- 
tored, so if you accidentally delete some- 
thing important in the Cli, try the above 
exercise and you'll have an excellent 
chance at getting it back at the end of the 
process. 

Errors and other 
Messages 

There are quite a few error messages 
which diskdoctor throws on screen dur- 
ing surgery and what follows is a brief 
explanation of the more common ones. 

"Diskdoctor cannot run in the back- 
ground" 

Never try to "run" diskdoctor. The 
good doc is stubborn this way and will 
refuse to multi-task. He wants your full 
attention or nothing at all. 

"Not Enough Memory" 

The cause of this should be obvious. 
Close all unnecessary windows and stop 
all other processes that might be operat- 
ing. Note that this error could also come 
up if you tried to diskdoctor a device oth- 
er than that of a diskdrive. (A printer for 
example). 

"Error: Unable to access disk" 

You forgot to put the disk in the 
drive dum dum! Or else the drive has 
been switched off or something like that. 

"Disk must be write enabled" 

In order for the good doctor to be 
able to commence surgery, you must 
write-enable the disk. (No hole in the 
write protect area on the disk). This is be- 
cause the doc performs the surgery in 
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memory and then places the repaired file 
back on the same disk he got it from. 
Think of it hke taking a defective heart 
out of a body, repairing it and then sew- 
ing it back. (This is getting gruesome). 

'Unable to read disk type - format- 
ting track zero" 

The doc can't make out the disk type 
on track zero of the disk and takes the in- 
itiative and reformats that track. 

"Track zero failed to format - Sorry!" 

His hands are tied! Can't read the 
type as explained above and the track 
will not format, the doc can't repair the 
disk and apologises for his incompetence, 
(No you can't sue!) There is a good possi- 
bility that there is a Hard Error on track 
zero of the disk or maybe the read /write 
head on the drive itself is badly posi- 
tioned if this error occurs frequently with 
other disks. Get your Amiga to a comput- 
er doctor if this is the case. 

"Unable to write to root - formatting 
root track" 

The root track on the disk (track 40, 
side 0) is reformatted and the disk is In- 
stalled. Because the name of the disk is 
contained on this track, diskdoctor as- 
signs the disk name "LAZARUS" to the 
disk. I'll explain why the name "Lazarus" 
shortly. 

"Root track failed to format - Sorry!" 

More apologies from the incompe- 
tent fool. Actually, this is a fatal error and 
the result is that diskdoctor can do noth- 
ing to rescue this disk. 

"Cannot write root block - Sorry!" 

Does he really know what he's do- 
ing? The root block of the disk cannot be 
written and the doc can't do thing one 
about it! 

"Warning: File xxx contains unreada- 
ble data" 

The file that the doc's referring to 
(xxx) cannot be "fully" repaired and 
doesn't contain any readable data, You 
might be able to recover some of the data 
yourself with the help of a disk monitor 
(a program that allows you to dig deep 
into disks). You are given the option by 
diskdoctor to remove the file completely 
by answering YES to the "Delete corrupt 
files in directory xxx?" prompt. 

"Attention: File xxx in directory xx is 



unreadable and has been deleted" 

The doc's decided that he knows best 
and has taken the initiative and erased a 
file because too much data was missing 
to reconstruct it. Just like a typical doctor. 



"Hard Error Track xx" 

Probably an error with the disk itself 
or again possible problems with the drive 
heads. Sometimes, this problem can be 
caused by the reconstruction of certain 
files or directories. 

"Key XX now unreadable" 

The block with the number specified 
is no longer readable. 

"Replacing or Inserting 'dir' or 'file' 



The file or directory specified can be 
fully reconstructed so the doc's telling 
you that he is putting them back on the 
disk in their appropriate place. 

"Now copy files to a new disk and re- 
format this disk" 

Surgery is complete, the patient's in 
recovery and the doc is making up the 
bill! When you see the above message, 
the disk you had doctored will now be in 
a readable state again and you can copy 
all the recovered files onto a new pre- 
formatted disk. 

It is also suggested that you re-format 
the doctored disk once you have copied 
the rescued files from it. This is a good 
idea, especially if the disk had a few hard 
errors on it. 

Who's Lazarus? 

Once a disk is diskdoctored, it is as- 
signed the name "Lazarus". Why? Bit of 
a joke by the Ami gas' programmers is the 
reason I've heard. Y'see, Lazarus was a 
dude in the Bible who was reportedly ris- 
en from the dead. Diskdoctor assigns the 
name Lazarus to any disk he works on 
because he is claiming to bring the disk 
back from the dead. Something like that 
anyway,.. 

Installing a disk 

Another thing that happens when 
diskdoctor completes his job is that the 
disk ends up installed. This means that 
the disk has been prepared to be made 
self booting. 

Installing a disk is necessary if you 
wanted to create a self booting disk 
which would take advantage of its own 



startup-sequence and act as the sjretem 
disk as workbench docs. The workbench 
disk is an installed disk. Using this com- 
mand is simplicity itself. 

Install DPI: would install any disk 
placed in drive dfl:. Try this and then 
warm boot the disk and you will find 
that the Amiga happily accepts this disk 
at the "Workbench Hand Prompt" on 
screen when you first fire it up without a 
disk in it. 

You can now begin to create directo- 
ries on this disk and by copying the nec- 
essary files across, make it into a custom 
system disk. There is an article coming 
up which explains all about making self 
booting disks soon. (Pester the Editor!) 

Alternatives 
to Diskdoctor 

There are quite a few alternatives to 
DiskDoctor which you can virtually get 
for the price of a disk. The public domain 
is full of programs which do the same job 
as diskdoctor (and sometimes even bet- 
ter!) and one that comes to mind is a pro- 
gram called DhkSalv. 

If you don't know what the public do- 
main is all about then you are missing 
out on a lot of freely available and some- 
times excellently written software for the 
Amiga, Contact a PD outlet such as 
Prime Artifax or Megadisc and get them 
to give you some info. 

Better, get a catalogue of all the Public 
domain disks available and look through 
to sec what there is to see. You will be 
pleasantly surprised. Either of the above 
outlets will be more than happy to help 
you out. 



In conclusion... 

Well that's about it for this time. Try 
out the examples given in these tutorials 
to get the feel of how they work. Go on, it 
can't hurt and it will help you remember 
them. It's also a good idea to re-read pre- 
vious instalments if something is not 
clear. 

I have always maintained that the 
best way to learn anything is by trial and 
error along with a little bit of guidance. 
The beauty of learning computing is that 
as long as you always use a copy of a 
disk, what harm can you do by trying 
different things? 

Unless you take a hammer to the key- 
board, there is no way you can harm 
your hardware by experimenting with 
commands and such. Life is short, be dar- 
ing! 

Till the next time.... □ 
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Stress, ulcers 

and going grey? 

You need the "all new" 

computer games 

guide* 




BONUS OFFER!! 

40 of the most popular new games solutions are now available together with CORISH'S GAMES 
GUIDE e.g. Dragons Lair, Dungeon Master, Indiana Jones and the Last Crusade, Leisure Suit Larry 
I, II & III, Snoopy, Kings Quest I, II & III, Police Quest II - The Revenge, Space Quest I, II & IIL 
N.B. If you already own a Corish's, then please send $5.00 to Pactronics Head Office and you will 
receive the bonus solutions. 



If you're serious about playing games, then HINTS, 
TIPS AND POKES is the book for you. It covers just 
about all home micros, from the humble C-16, C-64, 
right up to and inc. Amiga, Atari, Amstrad and the IBM 
PC. 

It doesn't matter if you're into arcade shoot-em-ups, 
strategy games, puzzle games or adventures, HINTS, 
TIPS AND POKES covers all types of software, with 
listings for literally hundreds of programmes. From 



all-time classics to the latest releases, HINTS, TIPS 
AND POKES has the answer. 

All entries are in alphabetical order for easy access, and 
all are printed in Plain English, easy to follow 
instructions. 

HINTS, TIPS AND POKES, for when you're serious 
about having fun! 

AND PACTRONICS HAVE MANY, MANY MORE 
BOOKS FOR PC AND AMIQA. 



Available From; 

Dy mocks and all good book stores, Computer Spot (All 

Branches) Gtaes Bros., Myer, Harvey Noiman, John 

Martins, Harris Scarfe, Maxwells Office Equipment and all 

good computer retailers. 



^^ctronic^ 



^? 



N.S.W.: Paclonics Ply Ud. 96 Carnarvon St rwt. Silverwaer (02) 7« 4700, 407 0261 
VCTORIA: Paaronics Ply Ltd. 51 -S5 Johnston Straet, Rtzroy (03) 419 4«44 
QUEENSLAND: Pactronics Ry Ltd, 12 Stratton St, Newstead4006 (07) 854 19B2 
SOUTH AUSTHALW: Contact N.S.W. or Victoria Oflica 

WESTERN AUSTRALIA: Pactonlcs, Unit 1 3, 1 13 High Rd, Wilteton 61 55 (09) 354 1 122 
TASMANIA: ESP Marketing, SZ Elphinstone Road, Mt Stuait 7000 (002) 76 1S)6 




Inleriink 



AMIGA 



- GAMES - 
ARCADE 

ALL DOGS HEAVEN W JO 

ALTERED SEAST 4W0 

ACT HFAr« W.50 

AOTAROTH S9.00 

ASTEEIX ».«) 

BAD COMPANY W.OO 

BARBARIAN B S9.00 

BATMAN "MOVIE- 59.00 

BATTLE SQUADRON 59.00 

BATTLEHAWKS J9.00 

BEVEKLV HILLS COP 44,00 

BLACK TKJER 49.50 

BLOCK OUT 59.00 

BOMB JACK 49.00 

BUIXIKAN 49 .W 

CABAL 59.00 

CAIJAVTH J3.00 

CARTHAGE 59.00 

CASTLE WARRIOR «.00 

CHASE H.Q. 59Xn 

CLOl'D KJVGDOM 5V,fO 

COLONY «.S0 

COMBO RACHl 59 JO 

COMMANDO 49.00 

CRACKDOWN 59 JO 

CREATXJRE 49.50 

CROSSBOW 49.00 

CYBERBALL 49JO 

DAYS OF PHAROAH 59.00 

DEFLECTOR 49.00 

DOOSOFWAR 44.00 

DOUBLE DRAGON n 59.00 

DRAGON NINJA 59.00 

DRAGON'S LMR ENH 89.QO 

EMOTION S9J0 

FACE OFF 39,00 

FALLEN ANGEL 49.00 

FI.CXIII CAU, 

GH05TSL-STEESII 59.00 

GHOULS & GHOSTS 59.00 

GUNSHIP 49,00 

HAMMERFIST 59.50 

HARDDRIVIN' 59.00 

HIGHWAY PATR 'L 2 59.00 

HOTROD S4J0 

mOJANA lONES ARC 49.00 

fN ItKHHASE i^.fXl 
rr CAME FROM 

THE DESERT 59.00 

IVANHOE 59,50 

JUMPIN* JACKSON 49.50 

KfD GLOVES 59 JO 

UGHT FORCE COMP, 59,00 

LORDS RISING SUN M,00 

l/iv ■ WW 

NINJA SPIRIT 59-50 

NINJA WARRIORS 54.00 

NZ STORY 59,00 

ONSlTillOHT 54,00 

OP, THUND'RBOLT 59.00 

HNBALL MAGIC 39,00 

PIPh.MA.MA 59.50 

POWERDRIFT 59,00 

POWFRDR0MI-: 59,00 

PR F£I0US METAL 59,00 

RAINBOW ISLANDS 49,00 

REACH FOR STARS 49.00 

RED UGHTNING 45,50 

RICK DANGEROUS 49.00 

ROCK & ROLL 49,00 

SAFARI GUNS 49,00 

SHADOWOF BEAST 59.00 

SHUFR J-T" 'K CAFE 49.00 

SILKWa«M 49.00 

SKWEEK 49.00 

SPACE ACE 89.00 

SPACE HARRIER II 49.00 

SPACH ROGLii; 59.50 

SiCEDBALL 59.50 



speedb.'iLl: cam 

star command 54.00 

starguderii 49.00 

starfmoht 49.00 

stahloeo s9j0 

STRIDER 59.00 

Sl[ ::nT car RACER 59.00 
SUPER WONDERBOY 49.C0 

SWTTCHBLADE 49.00 
TRFFS.'lOE MIT'NT NIMA 

TtrRTLES 59.30 

TEST DRIVE B 49.00 

T.D.n DISKS 39.00 

THE JEISONS 49.00 

THE MANHOLE 89.00 

TOOBIN' 49.00 

WESTPHASAR 99.S0 

WILD STREETS 59.00 

XENOPHOBB 49.00 

XENON 2 59.00 

X OUT 4SJ0 

STRATEGY 

tSS ATTACK SUB 49:50 

AHMAOA 49.00 

AUSTERLITZ 59jS0 
BAL OF POWER 1990 59.00 

BATTLE TANK OMY 89j50 

BATTLE TA NK Sr L 89.50 

BORODINO 49.00 



KICK OFF EXP. 


39.00 


WISGS 


57..'iO 


O-P BASKETBALL 


59.00 






O-P HORSERACING 


59.03 


"INDOOR 




PRO TENNIS 


59.00 






RALLY CROSS 


49.00 


BATTIi CHESS 


64.00 


n>:NMS CUP 


V, %i^ 


BRIDGE V5.0 


59.00 


THE CYCLES 


59.00 


CHESS CHAMP 2175 


WJO 


TV SP BASEBALL 


1 'AL 1 


CHE5SPLYR2I50 


59.00 


TVSPBASKETBL 


«».00 


DLX STRIP POKER 


59X» 


TV SP. FOOTBALL 


^.00 


U.S.P.DAI'A l.lL'lll 


Z9.fa 


ULTIMATE DARTS 


49.00 


EMMANUELLE 


44.00 


WORLD CUP SOCCER 49.50 


VEGAS GAMBLER 


25X» 


ADVENTURE 


03: 'OC;? SO 


OS- 


BARD'S tale™ 


49.00 


ROMEl'B DAI A UISK 


BLOODWYCK 


59.00 


KALCO.«i MISSION DlSKif: 


CASTLE MASTER 


59.50 






eH.AMP)ONS KH1'S-.\ 


54.50 


speedball: 




<;HA(.)S STR'K BACK 


CALL 


S'lKKhl ROD 




CHRONO QUEST n 


69.50 


TV SPORTS BASEBAU 


CODKNAHK ICEMAN CALL 






COLONELS BEQL^EST CAU. 


WP-~ 




C'QUF^T/ CAMB.OT CALL 


BBCKERTEXT 


135.00 


DRAGON'S ERIIATII 


69.50 


CYGNUSEDPRO 


119.00 


DRAGONS FLAME 


49.00 


E-xcEiiE.-Jei-: 


11<9.00 


DRAKKHiCN 


59.00 


FJiCFILE^CE; 


299.00 


.-.'iTFJf 


.■iJ.OO 


KIND WORDS II 


99.00 


ELVIRA 


59.50 


PENPAL 


189,00 


HERO'S QUEST 


59.50 


PROTEXT 


189.00 


HOUND SHADOW 


59.00 


i'ROWRITE V3-0 


1^.00 



ANALIfZE 

DGCALC 

HAICALC 

MAX I PLAN .™o 
MAXIPIAN PLUS 
SUPERPIAN 



87 JO 
87 JO 
79.00 

79_S0 
229.00 
II9.0O 



— BUSINESS — 

BUDGETEER 79.00 

DAY BY DAY 59.00 

DESKTOP BUDGET 99.00 

EASY LEDGERS 395.00 

ELECTRONIC CASH 179.00 

ELECTRONIC DEBT 229.00 

Fl NAO AL COOKBK 29.00 

HOME ACCOU NTS 89,00 

HOME FRONT 129,00 

PERS. ACS PLUS 59,00 

PHASARV4.0 99,00 

SBA CASH 149,00 

SBA PLUS CALL 

SBA EXTRA 199.00 

SYSTEMS 129.00 

THE ACCOUNTANT 429.00 

WOR RS PI All NU M 1 95 .00 

-GRAPHICS — 

3D OPTIONS 89 JO 

AEGIS GRAPH. STR M.OO 

ANIMAGIC 129/» 



We now carry the fuQ GENUINE Commodore Amiga hardware range 
FREE POSTAGE of software anywhere in Australia 
FREE PRICELISTS 

FRIENDLY, KNOWLEDGABLE STAFF 

JJUGE RANGE OF PRODUCTS for AMIGA, C64/128 and IBM PC 
STD FREE 008 Order line - business hours 
COMPLETE ONE-STOP AMIGA Shop 

TTiis months super special - DELUXE PAINT III only $169 (nonnally $249) 
liere 's alwsjs ways to save at INTERLINK 



BUDOKAN 49J0 

CARRIER COMM'D 69.00 

CONFUCT EUROPE 59.00 

CONQUEROR 59J0 

COURTROOM 69.50 

FIRE BRIGADE 49.00 

FULL METAL PLNT 59.50 

GENGHIS KHAN 79.00 

GOLD O' AMERICAS 49.00 

HERE WTTH CLUES 44 JO 

IMPEKIl^M CALL 

MIDWINTER ffiljSO 

NORTH & SOUTH 59.00 

OILIMPERIUM 59.00 

OMEGA 69.00 

POPULOUS 45,00 

POPULOUS DATA 39.00 

PORTS OF CALL 49.00 

SIir-f;,\lA'> S(.! .59,50 

SIMCTTY 79.00 

SIM CITY ■n-HRAlN 39.00 

TAROT MASTER 59.00 

WAU. STREET 59.DO 

WARHEAD 59.50 

WATERLOO 59.00 

SPORTS 

3D POOL 49.00 

CYBERBAIJ, 49.50 

nOHTINO SOCCER 59.00 

G.NORMAN GOLF 59.50 
HOCKEY SIMULATOR 49 JO 

HONDA RVF 49.00 

]. NICKLAUS GOLF 59.00 

KICK OFF II 59 JO 

KICK OFF PLRMOR 49 JO 



HU NT FOR RED OCT 59.00 

INJKNA i'iiXt.S AUV s-i.(n 

KEEFTHEnilEi; 49.00 

KFJP THIEF HI NTS 25 .00 
KINO'S QUEST TRIPLE 

PACKI/IWU 84.50 

KNIGHTS OF CRYST S9.50 

LEIS.SUrTWKea) 49.50 

LElS.SUrrill 59.50 

I I ■ ■■:■: JJ.^1) 

■.ti <-(\ll 

MOH T VI LI.i: M AN. 39.00 

OOZE 54.00 

POUCE QUEST I/ll 59.00 

SCAFEGHOST 59.00 

SHOGUN 69.00 

SPACE QUEST I/ll 49.00 

SPACE QUEST HI 59.00 

SWORDS TWIUGHT 49 00 

SWORDS T. HI N-TS 25.00 

THEME PARK MYST 59.50 

n [KILL WINNING 69M 

TIMETRA'VELLER 59.00 

UMS 64.00 

UMS SCENARIOS 29.00 

UNTOltCHABLES 39.00 

XENOMORPH 59,50 

FLIGHT SIMS 

BOMBER 49.50 

Fl 6 COM BAT PILOT 49 .50 

Fl 9 STFjVI .THFTER 59.50 

F29RETALIATOR 59.50 

FALCON 54.00 

FALCON MISSION 49.00 
THEIR FINEST HOUR 64JS0 



PROWR FONTS J™) 57 JO 

TRANSCRIPT 87.50 

WORDPERFECT V4.1 449.00 
WORDPERFECT UB 159.00 

-DATA BASE - 

W.00 
199.00 
399.00 

49.50 

69.00 
99,00 

:b9.oo 

59.50 
149.00 
99.00 



DATA RETRIEVE 
DATA RET. PRO 
DBMAN V 
FRF3ilANCE 

SLT'ERBASE 
SCPEHBASE 2 
.SrPERBASEPRO 
SUPERB ASERTM 
WHO.WHAT, Wl iERE 
YOUR FAM. TREE V2 



DTP- 



CITYDFJKII 199.00 

E-CUVS {PPSgcc/sn) IW.OO 

E-CUPSVOL2 109.00 

KARA FONTS 79X» 
NEWSLETTER FONTS 69.00 

PAGESCTIER II 179.00 

PAGESTREAM 259.00 

PAGESTR. FONTS 54.00 

PHlJP.-\i,l-. 1..- 379,01) 

PUBLISH'R CHOICE 195.00 

SAXON PUB. 595.00 

TI-MPIjVTES (PPigd ^.50 

SPREADSH'S 

ADVAN^IAGh :W.OO 



ART DI-IARTMENT 

BOARDMASTER K'B 
BinUHER II 
COMIC SETTER 
COMIC SETT. DATA 
CREDTTTEXTSCROL 
DEI.UXE PAINT HI 
DELUXE PHOTOLAB 
DELUXE PRINT II 
DELUXE VIDEO HI 
DESIGN 3-D 
DIGI-MATE3 
DIGI-PAINT3 

DIGt-VIEWGOIUJ 
IHGI-W0RKS3D 
DIRECTOR 
DIRECTOR TOOLKIT 
ELAN PERFORMER 
EI-AN PERFORMER 2 
EXPRESS PAINT lit 
FA NTA VISION 

M.i.olt MAN CONST. 

HAM IT I :p II 
INTKOCAD 
INTROCAD PLUS 
UGHTS.CAM.ACT 
MODELLER 3D 
MOVIESETTER 
PAGEFIJPPER+FX 
PAGE RENDER 3D 
PHOTON PAINT 11 
PR0F'LDRAW2 
PIXMATE 

SCENE GENERATOR 
SCUIPT3DXL 
SCUIPT4DJNR 
TOP FORM 



TIRBO SlI.Vi3l 3D 239.00 

TV TEXT PROF. 239.00 

VIDeOSCAPE3D 249/!0 

X.CAD DESIGNER 179.00 

ZOETROPE li».00 

-LANGUAGES' 



AC/BASIC 

AMOS 

ARoXX 

ARGASM 

ASSEMPRO 

A2TECCPR0F 

BENCH. MOO-2 



2S9.00 
CAU 
74,00 
119.00 
159,00 
395,00 
279.00 

( '.■\ V 1 1. ; ] 95.00 

DEVPACKZO 149.00 

GFA BA.SIC *COMPL 139.00 
m-.'^OFT BASIC PRO 179.00 
HI-SOFT EXTENSION CALL 
JFORTUPROF. 349.00 

IATncECV5.: 395.00 

LATTICE C+* 499.00 

METAC. PASCAL 199.00 
TRUE BASIC 139.00 

UCSD PASCAL 399.00 

VIVA 279.00 



MUSIC - 



AMAS 

Al.lDin MASn-IR HE 
BARS £ PIPES 
DELUXE MUSK CS 
DRT'S APPRENTICE 
DRT'S COPY DTP 
DRT'SKCSi 
DRT'S KCSLE'VELII 
DRT'S TIGER CIJB 
FUTURE SOUND 
INSTANT MUSIC 
MAS1ER SOUND M. 
MASTER TRACKS 

reRFECT SOUND 

SONIX 

SONIX TRACKS (M) 

SONIX PLUS 2 



229.00 

119.(10 

399.00 

169,00 

149.00 

449.00 

299.00 

399.00 

119.00 

249.00 

49.00 

89.00 

549.00 

2S5.aF 

189.00 

99.00 

25.00 

125.00 



129.00 
1 49.00 

59.00 
129.00 

49.00 
59.50 
169.00 
219.00 
169.00 
169.00 
129.00 

59 JO 
119,00 
269,00 

] 89,00 
99,00 
59,00 
89 JO 
195,00 
149.00 
89,00 
13.00 
64..W 
99.00 
179.00 
119,00 
119,00 
129,00 

iai,oo 

1S9.00 
195.00 
CAU, 
99.00 
59JO 
259.00 
229.00 
119.00 



UTILITiES- 



AMAX 

AMI ALIO NM*T KIT 

A-TALK III 

B.A.D, 

CU-MATE 

CROSS DOS VJ.Q 

DIGAt 

DISK 2 DISK 

DISK MECHANIC 

D1SKMASTER 

DOCTOR AMI 

DOS LAB 

D.U.D.E 

DUNLAP UTIUTIK 
FAT TRACKS 
HNE PRINT 
CI'ILkM 
GRAB BIT 
LASER SCRIPT 
MAC 2 DOS 
MASTERING CI J 
K' POWBR bOiVRI) 
PIXEL SCRIPT 
PR1NTMASTER + 
PROJECT D 
QUATERBACK 
RAWCOPY VI Ji 
STARSOFTHDBACK 
SUPERBACK 
XCOPY - Haniii^rc 



549.00 
69_50 
99XJO 
73.00 
«9.00 
6-1 ..^0 

I<»jOO 
59.00 

I19.C0 
74.00 
59 JO 
44X10 
iW,5fi 
74J0 
99 JO 
»J0 
74.00 

59.00 
49.00 
199X10 
59 JO 

7ii0.00 
199.00 
59.00 
74.00 
».00 
S4.00 
69J0 
119.00 
109.00 



-EDUCATION- 

Wc ilfto icarry a Iftrgc far^e of 
eduoiitlon sortwn-rc. PIcum call 
or icqucA OurcstBiogue, 



HARDWARE 



CALLI-ORFHICES 

AMICrAS 

MONITORS 

^■AR PRINTERS 

EPSON PRIN-ITSS 

n.OPPV DRIVES 

MEMORY BOARDS 

IIARDDRJVES 

ACCELERATOR BOARDS 

GVP RANGE 

GENLOCKS 

NETWORK CARDS 



JOYSTICKS 

MICE 

UGEITPENS 

DRAWING TABLETS 

HAND SCASSEKS 

FLATBED SCANNERS 

3D CLASSES 

DIGrnSERS 

FRAME CRABBERS 

REMOVABLE HARDDISKS 

TAPE BACKUP UNITS 

SWITCH BOXES 

MIDI BOXES 

CABLES 



FOR ALL ORDERS 

OFAM/C4 

SOFTWARE OVER 

S50 YOU WILL 

RECEIVE 

VOUCHERS 

THAT ALLOW 
YOU TO GET 

FREE 

AMIGA 

SOFTWARE 
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PRODUCTIVITY 



WE WILL MATCH ANY 
ADVERTISED SOFTWARE 
PRICE IN THIS MAGAZINE 

(SPECIALS EXCEPTED - REMEMBEH ALSO THAT WIE DON'T CHARGE FREieHT) 



ACCESSORIES 



D/SKS 

iS' DSDD 

AXIOM 19.00 

MEMOREX 22.00 

PRECISION 19.00 

LJNBRANDED 10.00 

SKC 22.00 

XIDEX 2«.00 

J.ZJ- DSDD 

MEMOREX 19.00 

PRECISION ll.CO 

SKC 11.00 

XIDEX 2t.0O 



DISK BOXES 

3.5- m 19.00 

i.S- im 23.00 

a*. NX so 25.00 

3.25- 100 I80O 

J,2S' MO 25.00 

BOOKS 

Ovtcr 100 til lea (ohIkAMIOA 
iind Ihc (X4/i2M, Including Ihe 
comj^ccc ABACUS range for 
\hc AMIGA. 

RIBBONS 

Wc carry all popiu^ar dot 
ntairix primer HUnns. 



With EVERY order 
we'll give you oiir 
FREE FYiceList. For 
ihi AMIGA we have 
a special fticcLisl, a 
16-page Magazine 
full of reviews, 
articles and general 
snippeLs of interest. 
We think it's great 
reading, and it's 
FREE. 



GAMES 

BARBARIAN 11 

BARD'S TALE (ca) 

BATMAN MOVIE 

B.AITLECHSISS 

BEVERLY HILLS COP 

BLUE ANGELS 

CABAL 

CHAMPS KRYNN 

CHASE H.Q. 

aRCtlS ATTRACT. 

CROSSBOW 

CURSE AZURE BO.NDS 

CYBSRBALL 

DOUBLE DRAGON U 

E MOTION 

ELIflRA 

EYEOFHORUS 

FU TOMCAT 

Fl 5 STRIKE EAGLE 

F16 COMBAT PII.OT 

C. NORMAN GOLF 

HARD DRIVIN' 

HHJ.SEAR 

HOI ROD 

IRON LORD 

J. NICKLAUSGOLF 

IJVSTNINJAII 

LEONARDO 

MONOPOLY 

NZSIORY 

OP THUND'BOLT 

PIPEMANIA 

RAINBOW ISLANDS 

RE\CH FOR STARS 

STARI.ORD 

CT-REET ROD 

TESTDRlVEil 

TVSP. FOOTY 

WAI J. STREET 

X OLrr 



39.00 
29 JO 
39.00 
44.00 
39.00 
44.00 
35.00 
49„'50 
35.00 
39.00 
49.00 
34.50 
39J0 
39.00 
39.50 
39J50 
39.00 
44.00 
39.00 
39.00 
49,00 
.39.00 
34.50 
35.50 
49.00 
35,00 
35.00 
39.00 
39.00 
35.00 
35.00 
39.50 
39.50 
49.00 
39.00 
39.50 
39.00 
49.00 
39.00 
35.50 



ACTION REPIAY VI 

ADA Mills 

BASIC COMPUER 64 

COBOL «4 

ELBCTR ONIC CASH 

FINAL CART HI 

FLEET' SYSTEM 64 

FLEET SYSTEM 128 

FONTMASTERM 

GEOCTALC64 

GEOFIIJ; 64 

CEOPROORAMMER 

060PUBLISH 

GEOSM 

GEOS 128 

GEOS INT 'L FONTS 

INSTANT MUSIC 

MINI opnce U 

.MUSIC CONST. SET 
NEWSMAKER 128 
PAPERCUP III 
PAPERCUP PHB 
POC KET SERIES (=a) 
PRINTMASTER * 
SUPER PASCAL 64 
SUPER C 64 
SUPERB ASE 64 
SI.PERSCR1PT64 
SWIFTCALC 
THE PRINT SHOP 
VIDEO BASIC 64 



139.00 
59.00 
69.00 
59.00 
89.00 

129.00 
59.00 
79.00 
79.00 
39 JO 
39.'!0 
39.50 
49JSO 
59.50 
69 JO 
39 JO 
35.00 
44.00 
29.50 
5900 
99.50 
54.00 
69.00 
59.00 
99.00 
99.00 
59.00 
59.00 
36.00 
74.00 
59.00 



With over 1400 'illes 
currently available it is 
impossible to list them 
all. If you want 
something you can't 
see then pfeasc ring^ 
We aim to be your 
Number 1 choice, by 
being the No. 1 
quality AMIGA 

dealer in Australia. 



EDUCATION 

ALOE-BLASTER 69.00 

ANIMAL KINGDOM 39.00 

CARMEN SD(ca) 64.50 
DINOSAURS FOR' VER 39.00 

EASY LEARNING (ca) 15.00 

RIN SCHOOL 2 (») 28.00 

MA VTS BEACON 59.00 

SPEED READER II 69.00 

STICKY BEAR (e») 39.50 

■nCKErTO...(c«) 49.00 



We carry an extensive 
range and stock for this 
"everlasting" computer. 
Phone or write for your 
free C64/128 catalogue 
listing over 900 software 
items, as well as 
accessories. 

We have over jOOO 
games and dducmioiial 
software products f^r 
your computer. Check 
out our fi'ec catalogue. 



AH piiobs. and availabatiiy 
arc subioci lo cten^e 
wiihoitt nnliecv Some items 
listed may not have Arrived 
hy prcs& lime. ALI sof^v^'uc 
■Ecni^ are stripped surface 
mall melon AiiAtiLlii 
FKIif-^ All otlKT llcms are 
subjcci ta a delivery ctur^ 



^Your Software Warehouse! 



r— ORDER FORM 

Product Name 



Computer 



Price 



Qfy 



Name 
Address 



Daytime 
Phone . 



( ) 



Chanie [ 1 iAivOj atlcr[~] Msa FH autkcard FH Misicnard |^ 
Full Card No 



Expiry Date 

Signature 





STD FREE ORDER LINE 

008 020 633 

(Orders Only - Business Hours Only) 
24 HOUR ORDERING LINE 

(Answering Machine After Hours) 

(06) 293-2233 

Ail Queries (06)293-2233 




FAX (06) 293-1438 



Fill out Ike order form (or write on 
any piece of paper) and send to - 
P.O. Box 1155 
Tuggeranong ACT 2900 

wkummwkw i^ii# 



Ms^ SOFTWARE 

UNIT 2, 216 COWLISHAW STREET, 

TUGGERANONG TOWN CENTRE 



PTY. 
LTD. 



C64 



Commodore 64: The Column 



In this month's column, Owen James takes a look at a source of 
many 8-bit users' frustrations - the humble 1541 disk drive. 



EVER FELT THE SUDDEN urge to 
throw your drive against the nearest 
wall? Ever felt like attacking it with a 
screwdriver to see if there really are 
gremlins inside that enjoy eating your 
files and otherwise making your life mis- 
erable? Don't worry - chances are that 
you're not alone! Below are a variety of 
hints, tips, and tricks that should relieve 
some frustrations and help get the most 
from your drive. 

1 remember when I upgraded from a 
'■.^.yC drive to a disk drive. The speed in- 
crease was incredible. Going one step fur- 
ther, though, and getting a speed-up car- 
tridge - well, I was in 8-bit heaven. For 
those of you without some kind of speed- 
enhancing utility, 1 provide this short and 
fairly simple command: 

OPEN15,8.15:PRINT#15,"M-WCHR$[7) 
CH R$(28)CH R$( 1 )CH RS( 1 5) 

True, this may not be able to give you 
the 1000 percent increases that some car- 
tridges can, but it will make the Scratch, 
Validate, and Rename commands just 
that little bit faster. 

When files are saved to disk they be- 
come one of four file-types: USR (User), 
REL (Relative), SEQ (Sequential), or PRG 
(Program). BASIC programs are saved in 
the regular PRG format. This doesn't 
have to be a restriction, though, because 
you can save a file in any formal. "What's 
the" advantage of this?", I hear you ask. 
Firstly, it can serve as a simple form of 
file protection, since a program that is 
saved in any format other than PRG can't 
be loaded in the normal way. Secondly, if 
you save your BASIC program as a se- 
quential file then it can easily be loaded 
into your favourite word processor to be- 
come part of a text document. To save a 
file as a sequential file, type: 

SAVE"Filename,S",8 

Notice the comma and the S extension 
at the end of the filename. This S tells the 
computer that the file should be saved as 
a sequential file. The S can be replaced 
with other letters, depending upon the 
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type of format it is to be saved as. Load- 
ing files are done in almost the same 
way: 

LOAD''Filename,S",8 

(Remember to replace the S with the 
letter you require if the file is different 
from a sequential format.) 

Here's an easy way to find out what 
the name of the la.-vi tile you loaded was. 
Type SYS 62913 to reveal the secret of the 
lost or forgotten filename. 

One of the more frustrating things is 
the Save and Replace command. I'm sure 
that you all know about problems with 
this command not working (I've even 
heard about the odd case of it scrambling 
a disk, or perhaps it was just those venge- 
ful gremlins again!). 

I'm afraid I can't tell you some magic 
command that will solve all the prob- 
lems, but I can give some advice. The 
save and replace command works by sav- 
ing the file to disk first, and then scratch- 
ing the original. Unfortunately you must 
have enough room on disk to enable the 
save to be completed. Check for this be- 
fore you attempt a save and replace. I've 
found the command to be more success- 
ful by adding a zero afier the ® sign 
(SAVE "®0: Filename", 8). 1 think the 
best solution for this problem would be 
to manually scratch the file and then save 
it. Believe me - it's worth the extra effort. 
A terrific feature of the Amiga disk 
drives is their ability to detect when a 
disk is inserted or removed from the 
drive. What a lot of 64 users don't realise 
is that this can be done on their drives 
too. The subroutine listed below will wait 
until a disk is either inserted or removed 
from the drive before continuing. 

10OPEN15,e,15 
20PR[NT#15,"M-R-;CHR$(30);CHR$(0) 

30GET#15,A$ 
40IFASC(A$+CHR$(0))THEN2O 

50CLOSE15 

One application that comes to mind is 
a program that requires the use of a work 
disk and a system disk. The user might 
be told to remove the system disk and in- 



sert a work disk. The above routine 
would need to be called twice - once to 
sense the disk's removal, and again to 
sense the presence of the new disk. With 
this routine you may never see a "Hit key 
to Continue" prompt again! 

Working with a lot of files from with- 
in a program can be very messy and you 
can easily find yourself in a tangled web 
of files and channels. If you wish to close 
all open files then try SYS 65511 . This sys- 
tem call can even be used from within a 
program (use it to ensure all files and 
channels are closed after selecting the 
quit option from your menu). 

It would sometimes be useful to 
check if a disk has a write protect tab 
over it from within a program. The fol- 
lowing short routine can be incorporated 
as part of a program to check if a disk is 
writable before trying to save anything: 

10OPEN15,8,15:PRINT#15,"M-R";CHR$ 

(30);CHR$(0);GET#15,A$:CLOSE15 

20IFASC(A$+CHR$(1))=1THENPRiNT"DiSK 

ISPROTECTED':END 

30PRINT"DiSKISNOTWHlTEPROTECTED" 



Tips Section: 

At the time of writing, the response- 
has been slow to my request for reader 
input. Write to me with your tips, tricks, 
user group details, questions, and just 
about anything else on the subject of the 
Commodore 64. 

• If you find that you've typed NEW 
before you should have, or want to get 
back your program after resetting the 64 
then type: 

POKE2050.8 
SYS4229 1 

• Keeping your BASIC program from 
prying eyes can be a real problem. Here's 
a tip to make BASIC lines disappear from 
the listing: 

1. At the end of any program line, 
place a colon, a REM, and two quotation 
marks (""). 

2. Cursor back one piosition so that 
the cursor is flashing over the second 
quote mark. 

3. Press and hold the SHIFT key while 
tapping the DELETE key once for every 
character in the line that you want to dis- 
appear 

4. Now release the SHIFT key and 
type the DELETE key until you reach the 
newly positioned quote mark. 

Conlinued on page 60 



How Does New ProWrite 3,0 

Differ From Other Amiga 

Ward Processors? 





%u Begin 
To Get The Picture. 




Beneath Its Elegant 
Design Lies A Word 
Processing Powerhouse 

Ease uito tliL* solid comfort 
of tht ProWrite lti\ ironnicm. 
Zip iti your text and briskly 
formal with intuitive menu 
;md ruler controls. Now slip 
into hij;h gciir using"!?!^"' 
power of keyboard com- ' 

mands. Deftly cut, copy and paste on the 
fly, knowing the formidable lOO.OOO-word 
spelJing checker is checking as you t\'pe, 
and the vdni thesaunis is standijig by widi 
o\'er 300,000 cross retcrcnces to fine-tune 
)'oiir ideas. Ciraceful multiple columns are 
at your finj^ertips with cfioice of snaking or 
p;u-;illel text flow, [f you're reaJly into per- 
formance, you can tackle tedious tasks with 
the touch of an F-ke\' using macros. For 
>'oii ix)wer users, the ;VREXX port awaiLs 
you. And Pro V( rite's print merge feature 
caj^criy chums out diose fbmi letters. 

So Intuitive, So Responsive, 
You've Got To Experience It To 
Believe It. 

Your thoughts pour effbnlessly onto the 
screen, then just as flu idly out to your 
printer, virtually una'tvare of anything be- 
tween you and the printed page, (After all. 



Features 



SpdUfl^ ?lic?i<er u^lh lOQ.OOO wont dictionary 

SppK check aj al tmce w a^ ™ lypp 

Mii]Iiplec[>tiinins'A^5njkinf;DrpanUelE{M Ek;i^' 

TTiejunu v^irlh ff,^ ,ifl(l,0O(J crws refcreftca 

Prini mpr^ 

Impon anv IfF or HAM pictures 

Wrap vAi ntjui^ ptcnuts 

^4i»]dple line hFadcf? »nd footn^ with Me Pa^ optcm 

>lacros, when used wiih ARBlX 

AHBapon 

] lyphenuc wonb with soft h^phetis 
» Tat(swith1ei[,cfliitf,T^t.flri6KurBdaLKninfiH 
* l^dinEsM^d^iniaitahahj^ninentduncler 

■ PirlTEajbr Of black and while primfr-itsWfni fonts and pktiusal 
Ihe anwiiffle 

■ PfinK prinler-resideni fonts ^Ttti an^' i-anety' of Pto, Hilf . 
Condcn«d, am! *idc ftmis aitlie samtf time 

' FrinK on an^' PnieiT!nce&.based prinier 
' Tnj*'W'hatjwsttisivhaiy*«g«'dq^ 
' MfiJlif^ bnts. sizes, sty^, and cvLors 

* Acljuslaljlecle&t^jbrcif prognmseolngs 
' CranprdToisivt keyboiud ejijivalenB 

* ^^electALcooimantJ for document-wide i:han{^ 

- Goioa]iypaf:eonci>iiHmiid 

* ttser-cfehitabje dictionary 

* itpioifncfe50imnitscanbeoii«iaIonC¥ 

* Uncto and Rede; commands 

* Adjiisoblf (fcige sees 

* Print siciew^s or across paper perforalion 

' Pn]itdocumfn[itH^-tCKfroiU.separ^ocbd-et¥n. orcoliatHl 

* LinfSpadn^insini^fiOnt and untr half, and double 

* E^ttoPcKlScript using opnonalPos&Tipt module 
' Adttitsi printer dot density' 

* .^litiSQble lop, bottom. l£i. ciKht, and tnndini; maqipi^ 

' Reduce or crilaj^documenBm one pciTcmincrmiCnls 
' .hdjusUinespaciiig ill one point IncrtmeoE 
' AutTHmiic span before arKl^(>ra^p9raj$r3phs 

■ Autcmabc w)td look up 

* Autainalicp3geniirtiiicrlrig^vidicJ1oiceofEiwdi9emilk>mu£s 

■ Son paragraphs bom A 10 ZtJrK to A 

' HisiicieT. uvrd. senlence. line, paraf^raph. pictitiv, and p«^ counE 

* St]t diHereni dati^ lonmEh and nix? diSennii Elnur kjrmaLS 

* CcimptjIes^ifraKe^urdandsenlenntteTiKthaniltfKkibiti^'jirwIf 
ktrd 

- btitiTCurTtnl(^andliIitltetliierasfi!udlenofasanupdallnE 




what gotxl arc all 
tliosc features if 
diey're a dLstrac- 
tion to u,se? ) Even 
vour swiftest typ- 
ing c:in't outrun it. 
Wrap \'our text 
iiround a graphic 
and you're ready 
for the home stretch. Now it's time to print 
and you've got control over your printer's 
dot density, aspect ratio, and paper size. 
And ProWrite can print your printer- 
resident fonts with ^aphics in Pica. Elite, 
t;ondensed, and Wide — all on the same 
pajje. With ProWrite's flexibility, you can 
smooth out any rougji spots — no matter 
what kind of printer you have. 

With all these performance features and 
more, ProWrite stands in a class by itself :ts 
your power performer. And best (if ;ill, it 
.stands on the shelf nt)w at yourfevorite store. 

NEW 
HORIZONS 

Distributed and Supported by 

pmpuTERmqTE 

product^ (ou>trfttio] ptv. ltd, 
Ph: (02) 457 8388 Fax: (02) 457 8739. 




C64 



5. Hit RETURN 

If you now type LIST you should find 
that part or all of that line will have dis- 
appeared. Clever, eh? 

• If you've done much in the way of 
BASIC programming you have probably 
found the need to round numbers off to a 
particular number of decimal places. The 
following formula will round off any 
number to any number of decimal places. 
It doesn't just chop off the unwanted 
characters - it will actually round it off. 
At the start of the program have a line 
like this: 



AMIGANET 

Ethernet network for Amigas. 

* Industry standard Etiiemet arch i tech tu re. 

* Networking software included. 

* Tnie peer- peer Amiga Networking - access any screen, hard 

or noppy drive, serial or parallel primer attMhed to any 
Amiga on tlic network. 

* A.50C) version - ABS injection moulded case connects to 
expansion port of cotnpuler. 

* A2000 version enhanced wiih 64Kbytes data buffer with Ifibit 
data path assisted by a DMA sequencer . (For high 
traffic centralised facility or a file server.) 



AmigaNet A500 
AmigaNet A2000 



$700.00 (ex tax) 
S900.00 (ex tax) 



GPTerm-Aiiiiga V4 

Australia's most popular Amiga telecommunications software, 

* Mouse or keyboard driven, fully multitasking from CLl or 
workbench, User defined 'configurations' for different 
services, 1 10 page manual and more. 

* Full terminal emulations for videotex and ANSI/Amiga, IBM 
VTIOO ANSI terminal emulations for Viatel & Discovery 
40/SO, Pegasus and other text based ser\'ices as well as BBSs 

* File transfer with XModem, YModem, full ZModein, 
SEAlink, KERMIT, Punter and ASCII protocols. Batch 
transfers supported. 

Packaged with an extensive manual, not copy protected. 

GPTenn-AmigaV4 599.00 

Also available: Amiga and Cfi4 Modem packages, GPTerm-64 
(videotex and ascti communications for C64/1 28, rrp $59.00). 
Full range of NetComm and AVTEK Modems. 



Available from your local dealer or direct from 

GP Software 

Specialiils in Amiga Coimmmicaiioiis 



21 AloombaRd. ASIIGROVE Q LD 
Ph (07) 3661402 



4oeo 



10DEFFNHD(X)=lNT(X*10''DP+0.5)nO'*DP 

When you want to round a number 
off, set the variable DP to the number of 
decimal places required. It uses the de- 
fine function command. As an example, 
to round off the square root of 8 to 3 dec- 
imal places from within a program you 
would have a line like this: 

80DP=3;PRl NTFN RD(SQR(8)) 



Having problems with your drive 
or keyboard can be 
a common occur- 
rence, but a solu- 
tion might be easier 
than you think. If 
these problems 
happen while the 
64 is still under 
warranty then 

DON'T OPEN 

YOUR MACHINE. 
Take it back to the 
place you bought it 
and don't attempt 
this fix. If a repair 
shop is your only 
other option and 
you feel a little bit 
adventurous than 
try this: 

Unplug the 

computer and care- 
fully unscrew the 
screws in the bot- 
tom of the 64 (no 
matter how hard 
they try to escape, 
don't lose these 
screws!). Have a 
look at the array of 
chips on the main 
board. If you look 
carefully you 

should find two 
chips placed next to 
each other that 
have CIA (or the 
numbers 6526) writ- 
ten on them. These 
CIA (Complex In- 
terface Adaptor) 
chips are the possi- 
ble cause of the 
problem. They are, 
in fact, identical 
chips - only that 
one controls the 
keyboard, and the 
other controls the 
user port and disk 
drive functions. If 



^1 CHARLIES 

^^J COMPUTER 

^i' WORKSHOP 

COMMODORE REPAIRS 
& SPARE PARTS 

• MAILORDER PARISH 
FAST SERVICE at 
REASONABLE PRICES 

• REPAIRS by MAIL^ 

Open weekdays 8.30 - 5.00 

2A HARPER ST 
ABBOTSFORD VIC.3067. 
PHONE: (03) 417 4644 



these chips arc swapped over then often 
the problem will be rectified. The CIAs 
might be either plugged into a socket, in 
which case the job of changing them 
would be greatly simplified, or soldered 
on, making your life just that much more 
challenging. 

If in the slightest bit of doubt about 
what you are doing then don't touch the 
internal electronics because you might 
end up in a worse position than what 
you started in. The 64 houses some very 
delicate components - BE CAREFUL! 

Remember, I want to hear from YOU. 
This column is here for the benefit of all 
64ers so get writing. Send correspon- 
dence to myself, Owen James, at the 
AGAR, P.O Box 288, Gladcsville, 21 11 . □ 



MEMORY CHIPS 
FOR AMIGA USERS 



Prices as 

DIP/ZIP SPEED 


at 1st August 
100ns 80ns 


70ns 


414256 


9.40 9.85 


10.60 


41256 


2.65 2.80 


3.20 


41464 


2.75 2.90 




4164 


2.50 




SIMMS FOR GVP 


94.00 




HARD DISK (1MB) 

Sales Tax 20% 





OvernigM delivery, credit cards welcome. 
Phone tor pricing PS2, Compaq, Toshiba 

pelham PTY LTD 

Tel: (02) 427 001 1 Fax; (02) 428 5460 
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WHO WANTS TO BE AT YOUR SCHOOL 
SO MUCH THEY'VE SPENT OVER 

HALF A MILLION DOLLARS DEVELOPING 
EDUCATIONAL SUPPORT MATERIAL? 





-S'^^ftflE; 




Commodore computers, from the 
extraordinarily versatile Amigas to 
the totally MS-DOS compatible PC 
range, have olv/ays been exception- 
ol value for money. 



Which makes them an e>;tremely 
attractive proposition for schools. 

Now, with over half a million 
dollars invested in the development 
of edocotionai support material, they 



are even more so. For more detoils, 
coll this number, free: 008023233, 



TOTALLY COMMITTED TO EDUCATION 
"fponsors of the 1990 World Conference on Computers in tdueation. 



Great bargains for your C64/12S 

Australian Commodore Review 
Disk Mags Nosi to 14 



Disk Magazine 0ns $10 

Forest Raiders • shoot 'am up. Uadnlne code paint, border, 
input and (lash routines. Nice Lister. Recover It. And mwe. 



Disk Magazine Two $10 

Progfams demonstrating 3D graphic plots. Terminal program. 
Tutorial on bits and bytes. Character editor. Antl more. 



Disk Magazine Tliree $10 

Hangman, Labyrinth, Calendar, Finance. Typing Practice, 
Roadblock, Bird hvaders. Constructabri); - education. 



Disk Magazine Four $10 

Graphic Workshop • complete design system - with tutorials. 
Typing Tutor. Directrix ■ disk filing. Plurals and maths. 



Disk Magazine Five $10 

Utilities for using Newsroom or an MPS 802 plus writing signs, 
printing Doodle and Prinlshop pictures. Centronics driver. 



Disk Magazine Six $12 

Games: Bert Ihe Bug, Hangman. Demos: Space Harrier, Max 
Headroom, etc Home Inventory . Graphics. Utilities. And more 



Disk Magazine Seven $12 

Anti-lsepic, Sledgehammer, Fast Format, Remmbar, etc. 
For 128: Bootmaker 128/64 Utility, Convert Basics uiility. 



Disk Magazine Eight $12 

Track and Sector, Function Keys, Urscratched, Relocatable 
directory. Calendars, Che^juewriter, ESGOS version 2.99. 



Disk Magazine Mine $12 

C64: 14 graphics and music demos, Little In vo leer . Sprite 
Clock, Sprites in the Border, games, utiliiies and graphics. 
C128: 128 Disk Filer, 128 Block Reader, Three rnusic programs. 



Disk Magazine Ten $12.95 

Cup challenge - satOrg simulation. Defina your function keys. 
Compiled AppointmanI Manager. Eseos with Music. Olhello 
Look-alike. And more. 



Disk Magazine Eleven $12.95 

80 Characters, Graphic Converter, Batch line number deleter. 
Function key definition, System call locator. Fix directory, Text 
search, Disk tidy. Drive aligner. Geos printer drivers. More. 



Disk Magazine Twelve $12.95 

Appointment Manager 2.1. Third Term - comms program. Panes 
- windowing system. Atlantis - undersea fast action shoot-em- 
up. Circle Navigation, Education Programs, Music. 



Disk Magazine Thirteen $12.95 

Charles and Stowaway - adventures. Blackjack. Graphic Con- 
verter, Disk Diskassy - Disk uiility. Disk Label Maker, Icon 
Changer Easy DOS Cruncher BASIC. Calc Font Diskassy. 



Disk Magazine Fourteen $12.95 

Electronic CAD Package. Software Cataloguer. Character 
Thief. Pointer C64. Best single disk (lie copier. Never ending 
ECTol. SEQ Hie reader!. CompuPage - game. 

To: Australian Connnnodore Review, 21 Dariey Rd, 

Randwick, NSW 2031 . (02) 398 51 1 1 . 

Please send me Disk Magazine(s) No(s): 

I enclose Cheque / Bankcard / MoneyOrder 

Bankcard No: 

Expiry Date 

Signature 

Name (print) 

Address 

Postcode 

Please add $2 for post and packing 



MEGADISC 

TO MAKE THE MOST OF YOUR AMIGA 

New Toll-free Number for ORDERS ONLY ■ 008 2274 18 



MEGADISC was designed to help you really learn how to use your Amiga. 
Tutorials, articles, review^s, hints and tips, useful software, and much more are 
included to help both the beginner and the veteran to use the Amiga more 
productively. Not too serious and not too lightweight, MEGADISC entertains you 
vi/hile you learn. Available as single issues, subscriptions of any 3 or 6 issues 
(past or ftjture), or as a TRIAL PACK (including MEGADOS, our Amiga 
Manual-on-Disk and MEGADISC 16, and our Cataiogue-on-disk). If you get a 
TRIAL PACK, you can subscribe later for the lower rate mentioned below. 
Megadisc subscribers get lower prices on all our products, including over 1300 
pubiic domain disks. Every Megadisc has the latest VIRUS-KILLER. 



MEGADISC 17 IS NOW AVAILABLE! 

Special Feature - Low-cost DIY Hard Disk 



Special o ffers! 

THE ENTIRE MEGADISC SERIES 

Order MEGADISC 1-1 6, MEGADOS and 4 free Public Domain Disks for $i85;i 
That's 21 information-packed disksi (You can order your PD disks later,) 

MEGADOS 

AmiQaDOS Manual-On-diSk, Vflth all you need to know about CU, Workbfflich 1.2, 1.3 
and ARP described in layman's terms for $19.95, Price for eurrent »ubserlbers $13.95 

TRIAL PACK 

MEGADISC 16, MEGADOS, AND CATALOGUE -DISK for $26 

PAST AND CURRENT SUBSCRIBERS- RE-SubSCrlbS fOr ICSS! 

$45 In stead of $50 for a 3 -issue subscription (free PD incf.) 
$e0inEteadof$90fora6-iEsuesiibscTlptlon(lreePD[ncl,) 



PUBLIC DOMAIN DISKS FOR $5.00 EACH - $4.00 FOR SUBSCRIBERS 

All our 1300 Disks are fully described on our FREE Catalogue-disk 

Buy 10 PD disks, get one free - ie, II PD disks for $40 or $50 1 

GAMES lO-DISK'PACK & PD 10-PACK FOR $50 each, in plastic disk box 



WE ALSO TAKE BANKCARD , MASTERCARD and VISA ORDERS BY PHONE OR FAX 
CONTRIBUTIONS OF ANY KIND ARE MOST WELCOIilE - PLEASE CALL 

Mon-Su6scritwr»; W«b» add f2PiPII ordering Public Domain d/sfa only 



I endose a Chsque/Money Order (or or please charge my Deditcard 

MastefcaK)/Bankcard/Visa No: Exp; 

Please send me:Catalogije-on-D!sk ATNOCOST: TR1ALPACK$25 

AMY e issues of MEGADISC for $90 (please specify): [$50 fo( te-subscrlbers] 

ANY 3 issues of MEGADISC for $E0 (please specify): [$45 fw re-subscribers] 

MEGADISC 1 -16 and MEGAD0Sand4 P,D,disksior$18S: 

■nie4freePDdlskslwant(2intf)ecaseola3-lssuesub)arB: , 

OR please send your Catalogue- on-Disk now and I will choose Sie remaining disks later: 

10DI3K GAMES PACK for $50: PO lOPaCkinboxlor $60 

BEGINNER'S PACK (3 DISK SET for $29) 

MEGADOS AIXGAnOSIlWIVAi-ON-DISKfOH $19,95. for current SUBSCfflBEBS $13.95 

3 DISK ANIMATION SET (of $1 5 OTHER ORDERS : Please attach. 

Slgnatu re; — — ■ ~ 

Name: — ■ 

Address: 



, Telephone: 



.Date: 



Send lo: MEGADISC, P O BOX 759, Crows Nest 2065, 
Telephone: (02) 9S9 3692 (all hours) FAX; (02) 959 3525 



P^>mpuTERmc|TE 
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y POWER HUNORV? WANT TO CONTROL YOUR AMIGA? 

Now you tan create joui own GAMES, GRAPH ICS, PRESENTATIONS and 
EDLICATIONAL PROGRAMMES without any piogrammlng enperience. 

It's NEW, it's ULTRA FAST, it's EASY to USE and it'* he™ 1 1 




BOOKS 

AMIGA COM PAN [ON 2ND EDITION 
DUNGEON MASTER ADVENTURE HANDBOOK 
MIGHT AND MAGIC II CLUE BOOK 
MS-DOS FOR BEGINNERS 

MAGAZINES • ComputGr related 
ALL CURRENT MONTH ISSUES 

ACE All formats (U.K.) 

AMIGA ACTION (U.K) 

AMIGA AX MAGAZINE Inc. Disks (U.S.) 

AMIGA COMPUTING Inc. Disk (U.K.) 

AMIGA FORMAT Inc. Disk (U.K.) 

AMIGA WORLD (U.S.) 

GAMES MACHINE ALLIormats (U.K.) 

INFO CommodoreMmiga (U.S.) 

PC LEISURE IBM (U.K.) 

PC PLUS IBM (U.K.) 

PC TODAY IBM (U.K.) 

ST ACTION (U.K.) 

ST FORMAT (U.K.) 

ST USER (U.K.) 

ST WORLD (U.S.) 

THE ONE ALL Formats (U.K.) 

VIDEO GAMES & COMPUTERS (U.S.) 

ZZAP64l(U.K.)Com modore/Ainiga 

MAGAZINES • General Interest 

FANTASIA Fantasy/Role Play (U.K.) 
FEAR Dungeons & Dragons (U.K.) 
GAMES MASTER D&D / Strategy (U.K J 
INTER ZONE Sci-Fi (U.K.) 



44.95 
2495 
19.95 
29.95 



9 95 

10.95 

2495 

12.95 

12.95 

10.95 

9.95 

11.95 

9.95 

n.9B 

11.95 

12.95 

12.96 

10 95 

9.95 

9.95 

9.95 

10. 9S 



9.9S 
10.95 

S.95 
10.95 



JOYSTICKS, CONTROLLERS & ACCESSORIES 

AMTRAC TRACKBALL. Amiga/C64/ST 159.00 

FREEDOM CONNECTION. Remote control,,, .: 69.95 
adaptor tor digital joysticks. 

NAKSH A MOUSE: Amiga, ST 8, Ams CPC 1 29.00 



BANNER BAND PAPER ROLLS 

9.5" X 45ft. tractor feed rolls witfiout cross perforations. 



19.95 



Available In plain Blue, Gold. Green. Pink. Wfilte or Yellow and printed 
borders Blrtfiday, Party, Congratulations, Christmas & Sale. 



Available at selected Amiga Software Dealers. 

Distributed and Supported by: 

Computermate Products (Australia) P/L. 

9 High Street, Mt. Kuring-Gai, N.S.W. 2080. 

Telephone: (02) 457 83S8 Fax: (02) 457 8739 



I 



BASIC 



[ SOFTWARE. 



UNLEASH THE AWESOME POWER OF YOUR AMIQA HARDWARE!!! 

BLFTZ BASIC puts you in control ouw ttis Amiga'? GRAFWICS CHIPS. Not Just inolhBr 
s-l-o-w iriterpreter program rne liks others on the rr^arket, BLIT7 BASIC Is a FULLY 
INTEGRATED BASIC programming languags that mates ^ou tha Bipsit. Spectscular 
graphics can be generated with a mlnjmun of commands. Programmes generated are 
UGHTNING FAST and FREELY DISTRIBUTABLE with the RUN TlfilE UBRARC 
INCLUDED on BLITZ BASIC. 

BLfTZ BASIC enablm you to produce QUAUTY COfult^ERCIAL CODE that can run 
FASTER THAN 'C\ yet is so SIMPLE TO USE that you are now able to take control of 
yQur Amiga'? hardware power?. 

FEATURES: 

• UGHTNING FAST COMPILER - 4,500 Unes^mlnklte. 

• BLINDINGLV FAST OPTIMISED OBJECT CODE. ComplfttBre-writaof 

At^IGA LIBRARIES. Where AmigaDOS tf&es 5 Blits to move an object, BUTZ 
BASIC does ft with one. 

• INTEGRATED EDITOR/COMPILf R 

• SPECIAL EFFECTS such as FADE IN, FADE OUT and many more. 

■ Basic commands to handle IFF pictur^, BRUSHES, ANIM BRUSHES, and 
SOUND samples. 

■ Handles DUAL PtAYFIELDS EHB and HAM with speed and ease. 

• DIRECT ACCESS to and CONTROL OP SPRITES (16 colours). 

■ DIRECT CONTROL OF BUTTER and COPPER CHIPS 

• DIRECT CONTROL OF AUDIO HARDWARE. 

' Brilliant new QUEUE SYSTEM makes BTrts as easy to programmes? 
Sprites. 

• Display UNUMITED SCREENS, as memory allows, IN ANY SIZE, 
" Includes single-action SMOOTH SCROLUNG of screens. 

- SUB-ROUTINES can be run off VEPTTICAL INTERUPT. 

- DOUBLE BUFFERING/PAGE FUPPING/VERTSCAL SCREEN UPDATES 
are easy to achieve. 

-AnentiiaSOUND SEQUENCER I? provided toallowyoutoput together 
entire pieces of musk. 

• BUILT-IN DISK FUNCTION UBRARIES. 

-ABIUTYFORf^ACHINE LANGUAG E PROG RAMf^ ERSTOADDthelrown 

commands. 



► BLITZ BASIC Is now available. Includes memberahlp on our intemiaonal BBS bcated 

in USA, Austra lla ar>d W«t Germany. Send£Sfortheb«?t Public Domain disk 
k availabia - a sampler disit packed full of BUTZ BASIC DEMOS including source code. 

pin<J our fusr how powerful you can b«[ 

Block Box Soffwai^ 

{>K]lert welcoma - , 

Dfstrfhulad by rAA.S.T. 

19.21 BsckloraiarMI 

Srmdwoy NSW 2Q<]7 

I317illl*:r. - 

RRP$I49 






i^\ 



Entertainment 



The Mega Entertainment Section 



That's Entertainment 

Alt the latest news and views from the world of entertainment ... 



AMOS arrives at lost 

• The long awaited Amos game pro- 
gramming language for the Amiga has 
arrived at last - and it's very impressive. 
Pactronics have already launched an 
Amos Users Club, which provides free 
Hot-Line support, a regular newletter 
and access to a growing library of public 
domain Amos applications. Pactronics 
also intend to distribute top class Amos 
games both here and overseas - so if 
you've got a brilliant game idea, here's 
your chance to put it into action. For fur- 
ther information contact Neil Miller, 
Amos Users Club, PO Box 253 Rydal- 
mcre, NSW 2116. We'll be supporting 
Amos here at ACAR too - if you ve writ- 
ten a real blockbuster in AmoSj send it in. 
We might even review it , . . and who 
knows? Tomorrow you might be swim- 
ming in champagne. 

Anottier pirate walks ttie 
plank 

• The Australian Federal Police re- 
cently arrested and charged a man from 
Lake Heights, NSW, on 21 counts of "Ad- 
vertising for sale items infringing copy- 
right." Guess why? Yep, he was copying 
Amiga games and selling them through 
the classified ads. 

The man - whose name we won't 
pubHsh, lucky for him - was fined a total 
of $1,100, and an order was made for the 



destruction of all material that infringed 
copyright. 

Qucstor's Tim Allison has been work- 
ing closely with the Police in tracking 
down software pirates, so watch out... 
■hey, pirate, who's that knocking at your 
door? 

New C-64 Games from 

UK 

• Digital Dynamite have just released 
a 4 game pack for the C-&4. The games in- 
cluded are Strategos, Citadel Of Corruption, 
Castle Boy and Starbursi - something for 
everyone, from strategy to shoot-em-ups. 
The games are guaranteed to be very ad- 
dictive and very playable. If you want to 
take the risk, they're available by mail or- 
der only from Digital Dynamite, Depart- 
ment ACR, 54 Watermill Rd, Fraser- 
burgh, Grampian, AB4 5RJ, Great Britain, 
Enclose a cheque for 13 pounds. The com- 
pany are also looking for more top 
class C-64 games - if you'd like 
them to add yours to their cata- 
logue, send a copy to the same ad- 
dress. 

international 3-D 
Tennis from 
Mindscape 

• Mind,scape have just re- 
leased the C-64 version of Inter- 



national 3-D Tennis - the Amiga version is 
not far behind. Featuring full 3-D views 
of the court and fast paced tennis action, 
the game is sure to be a winner. C-64 disk 
S39.95, cassette S29.95. 

Mindscape 

CD Compilation finally 

released 

• After a last minute bug fix, Mind- 
scape have finally released the CD COM- 
PILATION for the C64 - there arc 30 
quick loading games on a standard audio 
CD. All you need to do is plug a special 
gadget from your CD-player to your C-64 
and off you go! A groat innovation, with 
a retail price of only $59.95. If you bought 
all the games individually, you'd be pay- 
ing over $600. 

Mindscape birttiday 
celebrations 

• A couple of weeks ago Mindscape 
celebrated their first Australian Birthday 

at Darling Harbour's Pump 
House restaurant. The party 
theme was Days of Thunder, 
based on the new Tom 
Cruise and Nicole Kid- 
man movie. All your fa- 
vourite dealers 'and jour- 
nos were invited - sadly, 
I couldn't make it. By 
the way, Mindscape 
claim they arc now the 
"fastest growing soft- 
ware company in Austra- 
lia." 








Competition 






Mindscape Draw a 
Gremiin Competition 

• It's Gremhn month at Mindscape, and there's a huge 
competition for Amiga freaks. Just draw a little Gremlin, stick 
it in an envelope and send it to Phil Campbell, PO Box 23, 
Maclean NSW 2463 by August the 20th, and you could win one 
of three Gremlin Game Packs consisting of Super Cars, Gre^ 
Norman Golf and Skidz\ Thats right - a copy of each of the top 
three Gremlin Games. Get sketching, folks, and get those en- 
tries in the mail now! 



And tfie winners are ... 

• Lots and lots of entries for the Mindscape GREG NOR- 
MAN ULTIMATE GOLF COMPETITION! My score for 18 
holes was 98, just 26 over par ... I warned you that my gulf was 
pretty bad. Mind you, not as bad as Sean Gibson suggested 
with his guess of 146. Shame on you, Sean! 

Two readers guessed my exact score - Jason Pearson, of 
Streaky Bay SA, and Sue Hoile of Clontarf, Qld. Congratula- 
tions to you both, and keep an eye out in the mail for a copy of 
Ultimate Golf for your Amigas. Next closest answer came from 
V Wain of Bundaberg, Qld, who guossed 99 strokes. Not bad - 
so a C-64 version is on the way. well done, and thanks to all 
those who entered. 
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Letters to the editor 



i^s^m^^^^ 



THE MAIL BAG is bulging again this 
month, and we're happy to soc it. There's 
only one problem. Readers are still send- 
ing mail to the wrong places. PLEASE 
TAKE NOTE. Letters for the ENTER- 
TAINMENT SECTION, Hints and Tips 
and High Scores should be sent to Phil 
Campbell, PC BOX 23, MACLEAN, NSW 
2463. You can also FAX your letters on 
066-452050. Letters about anything else 
should be sent to the main office at 21 
Darlcy Rd Rand wick NSW 2031. 

Dear Phil 

• Thanks for a terrific entertainment 
section. I agree with some other readers 
about the use of some more colour screen 
shots. Also, a ratings system would be 
well appreciated. 

In the Commodore Annual you pub- 
lished the password sequence for Monty 
on the Run. Forget itf All you have to do 
to make little Monty Mole indestructible 
is to type in '1 want to cheat" when re- 
quested to type in your name. 

On another note, when enquiring 
about the availability of Dragon's Lair at 
my local Commodore dealer, I was told 
that they wouldn't be getting any more 
copies in because "it was simply too easy 
to complete, and was too old anyway!" 
Do you think this was a fair statement as 
I am considering purchasing it elsewhere 
instead. 

Glen Murphy. 
Whittington, Vic. 

Ed: Thanks for the compliments. 
Glen. You may have noticed that we're 
increasing our colour screen shots, and 
we've introduced a rating system. I 
would tend to agree with the guy who 
wasn't going to stock Dragon's Lair any 
more - I'd advise you to go for the sequel. 
Dragon's Lair U - Escape from Singes Castle. 
The jTraphics and sound effects are equal- 



ly good, and there are some great nev^ 
features like a "SAVE GAME" option as 
well. 

Dear Phil 

• Lately I have some trouble with 
some games and I was wondering wheth- 
er you could help me out with either 
some hints, tips, cheats or maps for the 
following games: Chase H.Q., Ghostbusters 
2 and Powerdrift. Any help would be 
much appreciated. 1 have also enclosed 
some maps and tips for Alastair and Mi- 
chael for Batman - The Coped Crusader, 
some more tips and cheats and a couple 
of Highscores. 

Matthew Mantle, 
Gladstone, Qld. 

Ed: Looks like a great httle machine. 
There's a great tip for Chase HQ in last 
month's edition, so have a look there. As 
for the others, maybe some readers can 
help. Your High Scores are in - congratu- 
lations. 

Dear Phil 

• I read your mag and it's great but 1 
have a problem on Fung Fu Master. I can- 
not get past the two wizards or Master 
on the fourth floor. Could you please 
help me? 

John Hombuckle, 
Narrandera, NSW, 

Ed: Are you sure you didn't mean 
Kung Fu Master? Anyway, keep watching 
these pages and I'm sure someone will 
send in some advice. 

Dear Phil 

• Greetings. Having just read my 
monthly fix oiACAR (from the back on 
as usual!) i thought I'd better write to 
you with a competition entry and some 
high scores. 



But first, I've got some advice for oth- 
er readers. In answer to M, Summers 
(AGAR June) who asked for the secret en- 
try code for Sentinel, the code isn't really 
that secret. Either hit "0" (zero) or just hit 
return. You'll be given a code for the lev- 
el you've just reached for future use. I'll 
dig out a few and send them in soon. 

If Glen Robinson is still having trou- 
ble finding SYS codes to restart games, 
try looking at the "game over" or "high 
score" routines - these usually link back 
to the start of a program, or at least give a 
clue on where to hunt. 

Stuart Elflett 
Toogoolawah, Qld. 

Ed: Thanks for the constant barrage 
of mail, Stuart. Unfortunately, we can't 
give you a prize in the "guess the golf 
score" competition - the answer "one 
more than the .score just before the ball 
was hit into the 18th hole" is technically 
correct, but not quite as clever as guess- 
ing the right answer! 

Dear Phil 

• Just a brief note to say how much I 
enjoy your section of AGAR. It's good to 
read an in depth review of a game before 
I part with hard earned cash, ACAR is a 
great magazine at a great price. Keep up 
the good work - it's better than any over- 
seas magazine I've read. My husband 
and I (I sound like the Queen) used to 
have a lot of fun on the C-64 with a game 
called River Raid. Is there anything like 
this on the Amiga? 

■ Sally Pollock 
Babnain NSW 

Ed: Thanks for your letter Sally, and 
for your husband's, too. Tell him that Pro 
Tennis Tour is a great Amiga tennis game; 
and there's a new one from Pactronics, 
Tennis Cup, which we haven't review yet. 
As for a River Raid equivalent, I'm not so 
sure. Perhaps a reader can let us know. Q 



C64 hints and tips 



Myth 

• Neil Sanders of Hurstbridge Victor- 
ia says that simply loading "M2" starts 
you at Viking Legends with unlimited 
lives - or you can load the game normal- 
ly, then press the FIRE button on your 
joystick in part 1 to skip levels. Neil goes 
on to say "Thanks for a very informative 
magazine," Our pleasure, and thanks for 
your very informative hint! 

Supercycle 

• Stuart Elflett of Toogoolawah, Qld, 



says you can tell in advance which way 
the next corner is going to go by watch- 
ing the white lines in the middle of the 
road - also, if you're following another 
bike as the corner comes up you can tell 
how tight the corner is by the amount the 
bike ahead slows down. And remember, 
don't be afraid to use your brakes! 

Batman the Caped 
Crusader 

• Matthew Mantle, who sent a de- 
tailed list of instructions for the Penguin 
section of Batman last month, has fol- 
lowed up with a complete set of instruc- 
tions with maps for The Joker section. If 



you'd like a copy, send me a stamped 
self-addressed envelope. 

Monty on the Run 

# Yes, another one! Jason Oakley says 
you don't need any fancy pokes. Just try 
this;- Play until you get enough points to 
make it onto the high score table. Enter 
your name as 1 WANT TO CHEAT. The 
computer will respond by changing the 
name to YESSUM, BOSS, and the screen 
colour will change. Now re-start the 
game. You'll find a little white object in 
some water on the second screen - walk 
over this to disable sprite collisions. Jason 
finishes with the following tips - 'You'll 
also need the freedom kit, numbers 
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2,4,12,12 and 14. Use left, right and Down on the title screen. 
Also, watch out for the first lift." 

New Zealand Story 

• Hold down CTRL and the LEFT ARROW KEY to ad- 
vance a level, though you'll still need to fight off the end of lev- 
el monster, says Steven Begley. 

Indiana Jones and The Last Crusade 

• Also from Steven, who sent a pile of tips this month, 
comes the news that if you hold down the letters FISH, then 
keys 1 to 5 will warp you to different zones on the current lev- 
el, and 6 will step you to the next level. 

Dragon Ninjo 

• Steven says you should POKE 32890,173:SYS 320768 after 
loading and resetting. He doesn't say what it will do, but it's 

probably worth a try! 



Blasteroids 

• Finally from Steven Begley, load and reset as usual, then 
POKE 11571, 173:SYS 25856 to gain unlimited ships. 

Apollo 18 

• Regular contributor Troy Morrison gives the following 
advice for the moon landing stage. Turning your joystick 
around will make things much easier - now if you want to go 
left just move left! 

Gunstiip 

• Also from Troy, flying under 1000 ft will stop you being 
picked up by enemy SAM radar, and will also give you a better 

look at ground targets. 



Amiga hints and tips 



Rick Dangerous 

• Tim Breckell of Erskine Park NSW 
has supplied a very handy tip for one of 
my favourite games. After you complete 
a level, entering POOKY on the high 
score table allows you to pick the level 
you start on next time. Mind you, it's 
only handy if you can complete a level 
first - which I can't. 



Xybots 

• Matthew Mantle says you should 
type ALF on the high score table for infi- 
nite energy. 

Beach Volley 

• Also from Matthew, type in DAD- 
DY BRACEY while playing, and then 
press Fl to skip the level. 



Batman - The Movie 

• Again from serious Bat-freak Mat- 
thew Mantle, type JAM on the title screen 
keeping each key pressed for a few sec- 
onds before going on to the next one, 
then keep pressing M until the screen 
turns upside down. Now start the game, 
and press F-10 each time you want to ad- 
vance a level. 



Hall of Fanne 



Amiga 

Arkanoid . 976,548 Kamikaze Andy 

Blockoul - 36,455 David Marsh 

BombJack.354, 660 AnihonyStenaud Level 12 

Bubbia Bobbis- 1,200,4^ Vanessa Van Der Heyden 

Buggy Boy -103,350 David Thompson 

Chase UQ ■ 4,235.000 Matthew Mamie 

Continental Circus • 290,000 Phil Carrpbell 

Crazy Cars ■ 64,006,720 Bill Horsley 

Crystal Hammer - 43.647 Daiiid Thoripson 

Denaris - S3.900 Peter Evans 

Dragon Ninja - 304,850 Malthew Manlle 

Double Dragon - 1 24.630 James Knighl 

Gea Bee Air Rally -307,466 Kamltaze Andy 

Hybris ■ 1.940,825 / end ol stage 3 Anihony Slensrud 

Impossible Mission ■ 66,380 DiatB Unwin 

Indiana Jones LC. - Cfjmpleled Phillf) NJcel 

ISS-1,420,450AGS(nylh 

Karats Kid 11-52,000 R<*en Dunn 

Leatherneck -63,300 Owen Websler 

Major Motion - 50,658 Owen V^ebster 

Menace - 996,461 Kamikaze Andy 

MIndwalker- 306,21 4 P Schumacher 

Mousetrap - 64,617 Matthew Mamie 

Operation Wolf - 344,600 John Boyle 

Outrun - 8,710,989 Daniel Harrison 

Oifshore Warrior- 626.345 Jacob Booth 

Pacmania - 879,480 David Thompson 

Pioneer Plague-35,412Keii'5ooby 

Populous - 201,600 tJalhan Allen 

POW - 612,865 David Thoinpsoti 

Rampage - i 1 1 ,600 Kamikaie Andy 

Sidewinder - 4,697,M0 /slage 6 Anthony Stensrud 

Silkworm (heii) - 91 3,700 A J Dunslall 

Silkworm (jeep) - 474,800 Trislan Mason 

Skweek - 715,940 Stephen Lander (sieve Lee) Level 55 

Spesdball - 1 1 ,945 Simon Ferraio 

Slarwars - 5,722,822 Chrislopher MingOS Wave 33 

Strtder - 10,000 Naihan Allen 

Super Hang-on - 7,743,039 Jason Burslow 



Sword Of Sodan - 364,750 Kamikaze Andy 
Test Drive - 103,981 Daniel Harrison 
Test Drive II -295.794 J usiin Sims 
Tetrix - Level 103 Sally Pollock 
Turbo Outrun 100,260.819 Matthew Mantle 
Typhoon - 54,255 Owen Webster 
Whirligig -28,210 Nathan WIen 
Xenon II -91 7,420 Maik Porta 
Zoom - B8,903 Sally Pollock 

Commodore 64 

Batman The Movie ■ 330,920 Simon Watford 

Bangkok K nig fits - 36,800 Nick Van Heeswyk 

Bomb Jack - 344.560 J Jacobs 

Bubble Bobble- 1,009,857 Kishore Ludbey 

Buggy Boy - 1 1 8,750 Paul Miltward 

Chase HQ- 9,220.121 (completed) Iceman 

Double Dragon -17.340 PaulMlliwaid 

Double Dragon II - 255.190 Mick Van Heeswyk 

Fast Break- 136 To 9Chris Byrne 

Giana Sisters - 69816 Nick Van Heeswyk 

Gryior - 203,900 Paul Miifwad 

Handball Maradona - Level M Nick Van Heeswyk 

Hawkeye - 59.000 Nicii Van Heeswyk 

ikari Warriors . 267,800 Completed Iceman 

Int. Karate - 139,300 Paul Miltwafd 

Last NInJa II - Cempleled 34.2 Sec Nick Van Heeswyk 

Operation Wolf - 168.789 Kishore Ludbey 

Outrun - 6.438.787 Krshofe Ludbey 

Paperboy . 19.750 Royslon DiaJ 

Que-Dex- 639 Chris Byrne 

R.Typa - 684.200 Nick Van Heeswyk 

Robocop . 62.250 Tim LockwQod 

Roiling Thunder - 222,740 Iceman 

Salaman der - 235,300 Paul Millward 

Street Fighter - 127.050 Chiis Byrne (ckjcked) 

Super Cycle - 212.210 Iceman 

Test Drive - 24.790 Jason "maverick" Danham 

Thunderblade-1,734,040Troy Morrison 

Thundercats - 57,500 Chris Byrne 

Target Renegade- 330,450 Chris Byrne (clocked) 

The Untouchables - 70,230 Simon Watlord 

Wonder Boy • 237,650 Kishore Ludbey 






Computer Spot Top 20 selling programs 
Commodore 64 

1, Pro Tennis 

2, World Cup Compilation 

3. Cliasc I IQ 

4, Ghouls & Ghosts 

5. Fun School Education 

6. F14 Tomcat 

7. Fighter Bomber 

8- Arcade Champions 

9. Kwick Write 

lO.Untouchables 

n. Project Stealth Fighter 

12.World Cup Soccer 

13, F16 Combat Pilot 

14. Wondcrboy in MonsEerland 

15. Mindstretchers 

Id. Rainbow Islands 

17, Knights of Legend 

18, Swif teak 

19.x Men 

20. Sim City 

Amiga 

1. Kick off 2 

2, Teenage Ninja Mutant Turtles 

3, Midwinter 

4. F2S Retaliator 

5, Pro Tennis 
6. KiU-Da-Virus 

7, Shadow of the Beast 

8. Leisure Suit Larry 3 
9. AMOS 

10, Fighter Bomber 

11. Player Manager 
12. Champions (Compilation) 

13. Dragons Lair 2 

14, Champions of Krynn 

15, Pirates 

16. Hero's Quest 

17. Chase HQ 

18. Wonderbioy in Monsterland 

1 9, Fun School Education 

20, World Cup Compilation 
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Battle at the Edge o£ the Universe 

by Juris Graney 



Ever wondered how if feels to be put 
through the spin cycle on a washing 
machine? Ken Simpson finds out as 
he plays Vortex:. 



EVERY NOW AND again a game 
comes along that is just so simple and so 
clever it becomes an instant classic. The 
original Space Invaders was one such 
game, followed not enormously later by 
Asteroids. Lately, the game that has taken 
these honours is Tetris. All of these games 
have one thing in common - challenge in 
simplicity. While I am not in the game of 
predicting the future it appears to me 
that Vortex is one of these games. The 
idea is brilliantly simple, yet the game- 
play is addictive and challenging. If you 
get the idea I like this game, you are 
right. 

The picture is that an alien force (the 
Vortex) has entered our universe and is 
growing by sucking in matter. Your job 
is, predictably, to stop this. This is one 
game, though, where you do not beat the 
alien by shooting it enough. You beat it 
by starving it to death. (I haven't quite 
figured out whether that is any more mo- 
rally acceptable but it sure is less violent!) 
The alien is "The Vortex" and to quote 
from the game manuah'The Vortex is the 
most visible feature in the game: a large 
chaotic, spinning mass of stars and dust 
particles in the centre of the field." 

Since it feeds on matter that it sucks 
in, you have to destroy the matter before 
it gets it, while not getting sucked in 
yourself. You do this, not with blasters. 




but by bashing them against an encir- 
cling force wall. Of course, you can be 
bashed against this force wall too, with 
equally unsavoury results. 

To add to all this are enemies and al- 
lies. Enemies are clusters of particles that 
follow you around and try to knock you 
into the wall. There are many different 
types of enemies with different attrib- 
utes. Of course, your best defence is at- 
tack, and there is great satisfaction in see- 
ing one break into a dozen or so smaller 
enemies which are much less potent and 
easier to deal with. Since they chase you, 
it is helpful to have a trick or two up 
your sleeve. 

As any good submarine commander 
knows, the best way to defeat an enemy 
is to decoy and attack them. This you can 
do with dummy images of yourself that 
you drop by pressing the right mouse 
button. 

Allies are never actually in view as far 
as I have seen. They drop little parcels in 
to you that give you extra shielding and 
more energy. These arc very helpful and 
not to bo missed. 

Another reason I think this game has 
more challenge is that you can start from 
a number of different levels. The startup 
screen gives you a pointer with six large 
3-D buttons. From the start you can ac- 
cess any of the lower three. This gives ex- 




cellent variety from the start. 

Also available are four modes of play. 
You can play as a single player, two 
players (where the contest is between the 
two players). Team Mode (where you 
team up to beat the Vortex together), and 
War Mode where you pit yourself 
against the other human player directly 
as well as the Vortex, So far [ have only 
played one player mode, but I am look- 
ing forward to a quick little war! 

Control over the game is by the 
mouse, which is easily the best way for 
this sort of game. To have the immediate 
accurate control over speed and direction 
is very important. The catches are - that 
your ship has mass and velocity, so it be- 
haves as such and cannot stop on a five 
cent piece. This adds to the difficulty and 
'realism' of the game. 

You can also pause the game and quit 
at any time, I don't know if it is just one 
of my obsessions, but why do software 
houses insist on long and involved 
games not having save game options! It 
means you must either spend hours and 
hours at the computer, or resign yourself 
to never getting anywhere. 

This is, however, a minor quibble. 
Overall the game is great. Sound effects 
and music are tastefully done and the 
graphics are excellent. If you, like mc, are 
getting a little tired of the continuous line 
of look-alike punch-cm-ups and shoot- 
em-ups that are being paraded to us, 
then Vortex may be just what you are 
looking for. 

Review copy from Pactronics, 

(02) 748 4700 

RRP Amiga $39,95 Q 
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Super Cars 



_ _ ^ /~\ ' t nnl f it your car runs 

Move over. Super Sprint A here s the racwm stop 

• ' A scoreboarc 

another contender for fastest rev- 
'em'up on the block. Juris Graney 
reports ... 



If your car runs into the wall too often 



A scoreboard displays both your top 
speed and your average speed for the 
course, as well as your race position and 
any earnings. Prize money can then be 
spent back at the car yard to option up 
your vehicle, or trade-in for something a 
little more up-market. 

Super Cars will take you a long time to 



WHEN IT COMES to car games. Su- 
per Cars is on the top of my list. It's kind 
of like a cross between Test Drive and 
Fifth Gear and that old favourite Sufer 
Sprint. There are 27 stages of highway 
horror to battle through in a variety of 
super fast cars. Sounds pretty good, huh? 
Well, wait till you play it. 

About thirty seconds after the disk 
slips into your drive, you're faced with 
two kids leaning against a sign. Now go 
and have a cuppa. By the time you get 
back you'll find two news readers read- 
ing out the top scores and best times for 
each of the nine tracks. This is neat - the 
most original high score table I've ever 
seen. 

A couple of button presses and you'll 
find yourself admiring three beautiful 
cars outside a car sale yard. You have 
three options. You can go into the Sales 
Office and try and squeeze a car out of 
the stingy car dealer. You can go to the 
garage where you can buy optional ex- 
tras such as Anti Skid, Power Steering, 
Front and Rear missiles (which are handy 
for removing some of the other drivers), 
and Side Armour. Or you can go racing. 
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You have nine 
tracks to complete, 
and some arc very 
tricky. Pick a track 
and wait while it 
loads - you'll be 
faced with an over- 
head view of your- 
self and the other 
cars. On the bottom 
right hand side of 
the screen there is a 
bar-graph showing 
the state of various 
parts of the car. 
There's one for the body that drops when 
you run into walls, there's one for the en- 
gine when you go too fast and stop sud- 
denly. There's another for the tyres, 
which wear out when you skid, and last 
but not least there's the fuel guagc. 

There are plenty of hazards on the 
track, and obviously you should avoid 
them. Make sure you steer clear of the 
water, sand and oil traps. Driving into 
them has unpredictable results. 

Driving controls are fairly simple 
once you get the hang of the game. Keep 
your finger on 
the fire button 
to accelerate. 
Taking your fin- 
ger off will stop 
the car in its 
tracks. The first 
and second lev- 
els arc basically 
easy, though the 
drivers aren't 
very friendly. 
They will forci- 
bly drive you 
into the walls or 
into other • cars. 




complete - I'm still trying to got myself a' 
new car. The music is excellent, and the 
graphics are packed with little details, 
like spectators standing around the track 
- they even cast reaUstic shadows. 

The boys at Gremlin need a pat on the 
back for this game - it is a game for eve- 
ryone. 

Review copy from Mindscape. (02) 899 
2277 
RRP Amiga $54.95. 
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Eiiilyn Hughes 
International Soccer 

by Phil Campbell 



Anyone for soccer? Yes, i know you've just spent 
the fast four weeks camped in front of the tei{y 



watching the World Cup, And f know you're not 
feeling too good. Bleary eyes, cramped neck, over- 
weight from all those midnight snacks - telltale signs 
of football fever ... 



Medical authorities warn that suffer- 
ers should be brought back to the real 
world gently. Immediate withdrawal can 
have harmful side-effects. 

Reality-shock syndrome can leave 
you feeling really quite ill, said one ex- 
pert. It's best to gradually re-activate the 
central nervous system while maintain- 
ing a constant dose of soccer-oriented vis- 
ual input. 

Emlyn Hughes Internatiorml Soccer is 
designed with this very purpose in mind. 
Playing the game on a standard Amiga 
computer has an extremely beneficial ef- 
fect - the television quality graphics are 
almost indistinguishable from the real 
thing, and the carefully designed control 
system has been shown to encourage 
gradual wrist movement in even the 
most serious cases. 

Seriously though, folks, if it's a top- 
flight soccer simulation you are looking 
for, this would have to be the one. Soc- 
cer-sims are by far the most popular com- 
puter games on the British market, and 
there is considerable pressure to produce 
bigger and better titles with bigger and 




better features. So far on the Amiga at 
least Emlyn Hughes Interruitional Soccer is 
the biggest and best. 

Some punters are mad-keen on games 
that emphasise team management and 
overall strategies. They vvill quite happily 
fiddle for hours on end with games that 
ask them to decide whether Smith and 
Robinson should replace Pearson and Al- 
dcrson on the English team, or whether 
Carter is a better wet-weather striker than 
Innes or Green. 

Once you've designed the perfect 
team, your computer simulates a game, 
or even a full season. If you are particu- 
larly lucky, you may even be able to 
watch the action on screen. Not control it 
just watch it. High-powered stuff, but not 
my cup of tea. 

Less cerebral players prefer a bit of ac- 
tion in their soccer sims, and naturally 
enough, there are plenty of titles de- 
signed to keep them happy. Thrust your 
man around the field with your joystick, 
kick and tackle to yoin- heart's content - 
not a mental challenge by any means, but 
very accessible to the average meat -head 
like myself. 

Ernlyn Hughes 
International Soccer 
provides the best of 
both worlds. The 
opening screen fea- 
tures a number of 
pull-do wn-menu s 
that let you config- 
ure your team to 
your exact specifica- 
tions. Before the 
game begins you 



must choose a 16-man squad. Each 
player has three skill factors - rxuming 
speed, defensive skills and attacking 
skills. 

At the start of the game all players are 
fully fit, but during play their fitness de- 
clines steadily due to fatigue. Heavy tack- 
les and bad falls can have a dramatic ef- 
fect, and if a player falls below 75 per 
cent fitness, he may need to be replaced 
with a substitute. You're the coach - it's 
up to you. 

As for the game itself, it's action all 
the way. Your joystick controls the player 
nearest the ball - push it and he runs, pull 
back and he'll stop. Press the button to 
tackle an opponent when you are playing 
defence, and to kick the ball when you 
have possession. 

The graphics are nice, with a lush 
green pitch, restless crowds and agile, 
well-animated players. Sound effects are 
top class: the crowd cheers, chants and 
murmurs very convincingly, thanks to a 
well-mixed digitised sound track. 

A top-class game, and good therapy 
as well. 

Reviaw copy from Pactronics (02) 748 
4700. 
RRP Amiga $49.95 □ 
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Arcade ace Steven Pike checks out this 
conversion of an old favourite, and finds 
that it's going to save him a pile of cash .. 



REMEMBER SPENDING a whole day 
down at the arcade, filling up the Ghosts 
'n Goblins game with coins until it almost 
burst, only to go home tense and frustrat- 
ed? Well, now your bank manager can 
breathe a sigh of relief, but your cat will 
have to be careful, because this classic is 
now available for the Amiga computer. It 
would have to be one of the best conver- 
sions seen for a long time, and yes it can 
be just as frustrating. 

The Demonic Overlord (let's call him 
Bert) has stolen "Vienna", the beautiful 
maiden. She just happens to be your girl, 
and so you don your suit of armour to 
rescue your loved one. With all the dan- 
ger that lay ahead, one would have to 
wonder whether she is really worth the 
trouble. But you don't know this, so on 
you go! 

Of course, Bert's hideout is not easy 
to get to. The nomadic zombies that wan- 
der the grounds keep you on your toes, 
but some of those you kill will leave 
something that could be of use to you. 
You will also have to watch out for the 
venus-fly-traps that spit deadly blue 
olives (I kid you not!). Then there's the 
flying devil, the hooded "things", and the 
giant bulldog in a suit of armour. Hey, 
wait a minute, that's just the first stage, 
there are another five stages to go! 

The whole scenario starts in the jun- 
gle, goes through the town, under- 
ground, and up the floors of the castle to 
the demonic Overlord himself. I haven't 
gone close to seeing him yet (I couldn't 
even describe the castle to you).To pre- 
vent it being too simple, you are racing 
against the clock, so there's no time to 
look at the pretty trees. 

For those who are familiar with 
Ghosts 'n Goblins, all 1 would need to say 
is that it looks the same as the arcade 
game, only it's on a smaller screen. For 
those with a sheltered childhood, the 
graphics are so good that everything is 



easily identified - especially the blue 
olives (which, incidentally, are the 
stuffed variety). 

• You start off in your suit of armour, 
and if you get shot, or are even nudged 
by anything remotely wicked, you are 
left standing in your loin cloth. Needless 
to say, this provides little protection, and 
any accident now will leave you in a pile 
of bones. 

As you would expect, the zombies are 
a pale blue colour around the face, and 
you don't need to be a doctor to know 
that's not a sign of life. They are very 
easy to eliminate. The red devil further 
on, however, is not a pushover. I was on 
the verge of eating the disk, and giving 
the computer a bath, when I realised that 
if you could prevent him from flying, he 
was as good as dead. On the other hand, 
once he gets in the air, you're as good as 
dead. 

When you have killed him, prepare 
for the challenge of the bulldog. Be pa- 
tient with him, it will take a few sets of 
shots to knock him down. Kill him and 
you are on the second screen. Easy, huh? 
One word of warning - there are two 
bulldogs at the end of stage two! 

The game provides bright colours 
and good sound. The zombies go splat 
and leave a blob of plasma embedded on 
your retina - it's all good stuff. The fly- 
traps, devils, bulldogs, bats and the 
hooded "things" all explode (or is that 
implode?) in a ball of flames. 

The best wrap I could give this game 
is to say it is the "authentic home com- 
puter version of the classic coin -opera ted 
arcade game". It carries the same effects 
and graphics as the arcade game, and is 
just as much fun to play. For added ex- 
citement, try shooting for long periods at 
the headstones. Being an experienced 
player now, I can give you a big tip - per- 
severe. If you are having difficulty at a 
certain part, try something different. You 



will soon hit upon a winning combina- 
tion. 

This game is a must for everyone's 
collection. Who hasn't dreamed of slay- 
ing the evil demon to rescue his girl? By 
the way, it's also great entertainment! 

Review copy from Questor (02) 662 

7944. 

RRP $49.95 Amiga 500, 2000 only. □ 
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Teenage Mutant 
Ninja Turtles 



by Phil Campbell 

COWABUNGA! Everywhere 1 look 
there are these horrible looking turtles. 
Teenage turtles. Teenage mutant turtles. 
Ugggh - Teenage Mutant Ninja Turtles. 
They're radical, they're retro, they're out- 
rageous, and that's just the beginning. 
The Teen Turtles started out in life as a 
kids' cartoon show. Imaginatively named 
after your favourite classical artists, Don- 
atello, Leonardo, Michelangelo and Ra- 
phael certainly have loads of class. This is 
doubtless the reason they are so incredi- 
bly popular. Or could it have something 
to do with marketing? 

Whatever the reason, now they're 
everywhere. 

Just walk into your neighbourhood K- 
Mart and you'll know what I mean. You 
can capture a Ninja Turtle doll for just 
$12.48, You can grab a Turtle party wag- 
on for a mere $64.98. Best of all there's a 
blow-up Ninja Turtle Blimp - almost a 
metre long, and just $59.95. Ninja Turtle 
videos are much more reasonably priced, 
at only S19.78. Get the message? If you're 
not into Turtle-mania, then you're way 
out of style. 

It comes as no surprise that Teenage 
Mutant Ninja Turtles have found their 
way into a computer game. No stone has 
been left unturned in the effort to part 
turtle-lovers from their hard earned cash. 
Make that their Dad's hard earned cash. 
The thing that IS surprising is the fact 
that the game is really quite good! 

Available in Amiga, IBM and Com- 
modore formats. Teenage Mutant Ninja 
Turtles is obviously a well polished game. 
The opening sequence is fast paced, with 
a bright and breezy sound-track - a feel 
that continues through the game. The 
Amiga version is supplied on three disks, 
promising plenty of action - I'm still 
struggling to get through disk one. 

The aim of the game is simple. April 
O'Neil - whose name, by the way, is a 
registered trade mark of Mirage Studios, 
USA - has been kidnapped from her mo- 



bile news van by the vile and ruthless 
Shredder - whose name, by the way, is 
also a registered trade mark of Mirage 
Studios, USA. With their lovely cohort 
held captive, the fearless foursome set 
out to rescue her at all costs - not only 
that, they will do their level best to cap- 
ture Shredder's Life Transformer Gun. 
The gun is the only way to turn their rat- 
friend Splinter back into the man he used 
to be. By the way - Splinter is also a regis- 
tered trade mark of Mirage Studios USA. 

Got it? Easy really, especially if 
you've had your daily dose of Ninja Tur- 
tles on the telly. As for me, I'm playing it 
by ear. The game opens to reveal a city 
street, viewed from above. My Teenage 
Turtle chum is controlled by my joystick, 
so I urge him towards an open man-hole 
cover in the 1 1 mi path. 

A pause lor disk access, and we find 
ourselves in the sewers of New York. 

These are no normal sewers - there 
are enemies galore. Now the action is in 
side-view, much like most "beat-em-up" 
style games. With Katana blade flailing, 
Leonardo cuts a sivathe through the as- 
sembled hordes of Mousers, Roof Leap- 
ers and Foot Clan Soldiers. 

Switching between characters is easy 
- apparently Leo, Raph, Mike and Don 
each 

have dif- 
ferent 
abilities, 
so you 
should choose 
them with care 
to suit your situa- 
tion. ! swapped at 



ing too much of a good time to bother 
thinking in depth. Maybe I should have. 
After struggling through the sewers we 
managed to find April and her trade- 
marked kidnappers, but unfortunately 
we didn't have the strength to beat off 
the final baddies. 

Let me be the first to admit that I ap- 
proached Teenage Mutant Ninja Turtles 
with a fair amount of cynicism. But what 
can I say? Graphics are fine, the sound 
track is boppy, and all in all 1 had a 
mighty fine time. This is one of those 
games that 1 dare not show my seven 
year old son - if he finds it, I can guaran- 
tee that he'll be glued to the joystick for 
days on end. 

Teenage Mutant Ninja Turtles is distrib- 
uted by Ozisoft (02) 313 6444, 

RRP Amiga $69.95 
C64 $39.95 

And guess what? You can buy a copy 
at your nearest K-Mart. Q 
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OP RURY 




by Phil Campbell 

THE YEAR IS 1944, and the world is 
at war. Europe and the Far East are 
ablaze with conflict, and the Pacific thea- 
tre is locked in a furious struggle. Slowly, 
though, the tide begins to turn. The skill 
and determination of the enemy proves 
no match for the allied forces. 

History has it that a major factor in 
the allied victory was the incredible strik- 
ing power of the US Naval Air Wing. 
Within the air wing, one plane stood 
head and shoulders above the rest - the 
mighty F-6F Hellcat. 

Powerful and durable, the Hellcat 
could carry a payload of bombs, rockets 
or torpedoes. It could easily out- 
manoeuvre the enemy's best fighter 
planes, and it soon established one of the 
best kill-to-loss ratios in the war. 

Want to fly one? If you've got an 
Amiga, Wings of Fury can put you in the 
pilot's seat. 

Before you start you must choose 
your rank. The difficulty of the mission 
varies accordingly. Midshipman is fine 
for a few easy warm-up raids on a nearby 
island. Now select your weapons - rock- 
ets, bombs or torpedoes. These will dic- 
tate your mission strategy, and different 
skills are needed for each weapon type. I 
prefer to fly ground-hugging rocket 
raids, as my aim with the bombs is abys- 
mal. 

The game begins in earnest as your 
aircraft is hoisted onto the flight deck of 
your aircraft carrier, the USS Wasp. The 
Wasp fills the width of the screen, and 
you will be impressed by the detail of the 
graphics. There are rotating radar dishes, 
fluttering flags, and tiny crewmen rush- 
ing everywhere. The Wasp is under at- 
tack, and it's your job to protect her. 

This is not your typical "view- 
through -the- window" style flight simula- 
tor - the screen shows the action in side 
view, wth a horizontally scrolling land- 
scape flashing below your plane. There 
are none of the usual flight-si m technical 
complexities either. 



Taking off is a snack - point your 
nose down the flight deck, apply full 
throttle and climb as soon as you reach 
"the edge. Landing is not quite so easy, 
but as I rarely end my missions alive the 
point remains merely academic. They 
call me Kamikaze Campbell. 

Cruising at low altitude, you will 
soon spot an island. And it's no place for 
a tropical holiday. Almost immediately, 
you are under fire from a ground based 
gun-emplacement. A well placed missile 
puts an end to the first bunker, but there 
are plenty more to come. 

With practice, I have almost cleared 
the island. There are a few little red-clad 
soldiers still on the loose down there, 
waiting to be mopped up with a quick 
machine gun raid, I felt sorry for them, 
so I left them alone. 

Enemy planes, however, are another 
story. Dogfight sequences are dramatic, 
they are fun, but I always lose. The man- 
ual promised that my Hellcat could out- 
fly any enemy plane. I am finding this 
harder and harder to believe. Maybe my 
tactics need a little polishing. 

Wings of Fury is an engrossing game. 
Crisp graphics - though simple - and 
good aircraft control make it quite com- 
pelling. If you're after some fun on a 
rainy afternoon, check it out. 

Distributed by Dataflow (02) 331 3665. 
RRP Amiga $69.95, □ 
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by Luke Tattersall 



THERE IS A certain romance and ap- 
peal about the idea of knights in shining 
armour and the crusades. Fighting for 
what was true and right, defending the 
Crown, doing all for King and country. A 
new game from Ozisoft called Ivanhoe 
takes you back to those times. 

The opening screen shows the face of 
Ivanhoe with his trusty sword moving 
slowly across the screen - the sombre 
tone of the opening music lets you know 
that you are in for a serious mission. 

Your task is to rescue King Richard 
(the rightful heir to the throne) from the 
evil clutches of King John. Richard is be- 
ing held prisoner in a castle in Austria. 
You, however, must begin your mission 
in England and make your way to Aus- 
tria to rescue the King. 

The game has 
five levels - each a 
different section of 
your journey to res- 
cue the king. You be- 
gin in the forests of 
England and must 
make your way 
through the forest 
and then travel by 
boat to France. Once 
in France there is no 
time to rest and you 
must head straight for Austria. The final 
two stages of your journey are the town 
in Austria and then, at last, rescuing the 
king from the castle. 

The actual play of the game is very 
challenging. You have a shield and a 
sword at the beginning of the game and -j^f- 
must alternate between attacking with^f^ 
the sword and defending with the 
shield. The game requires a great 
deal of patience - it is not just a mat- 
ter of rushing in and killing whatev- 
er appears on the screen. Each of the 
attackers works in a different way. 
The skill is learning how to defend 
yourself with the shield against each 
of their different styles. 

Along the way you can pick up more 
effective weapons and a shield that offers 
greater protection. These don't last too 
long so you need to make the most of 



them. 

It appears King John has a lot of sup- 
porters and you seem to encounter 
MOST of them as you make your way to 
the castle in Austria. There are Barbari- 
ans who try to beat you to death vrith 
clubs. Archers, both on the ground and 
hiding in the trees, firing arrows. Axe 
hurling mad -men, soldiers, magicians - 
the list goes on and on. 

Not only is every person 
you meet a supporter of King 
John, even the birds are on his 
side. Watch out for these guys. 
They 



As you view the game the top half of 
the screen is the play section and under- 
neath there is a bar showing the "status"" 
of the game. Here you can see how much 
time you have left on that section, how 
many lives you have, the score and any 
extra weapons you are carrying. This bar 
also shows your health as well as the 
health of the person you are fighting (ie, 
with each hit your health reduces until 
you are killed). 
The graph- 
ics on the game 



l^A 




look innocent as they sit up in the trees 
but they can swoop at any time. If you 
manage to kill them they immediately 
turn into a roast on a plate (nice little 
twist). 



a pretty good. 

The baddies 

look BAD and 

Ivanhoe looks 

a picture of innocence 

and purity. What you see is 

sharp and clear - very easy 

to follow. It is a pity they 

didn't use more of the screen 

j "V^ for the actual playing of the 

^^ game. 

As for the sound - not a lot to 
speak of. The opening theme is 
very appropriate. The music during the 
playing of the game is not as appropriate 
- it is a tune better suited to Pac~Man than 
a 12th century adventure. The usual 
sounds of the baddies being shot etc are 
nothing out of the bag. 

Ivanhoe is by no means an easy game 
to play. I consider myself to be fairly 
good on these sorts of games and I 
couldn't manage to get out of the first 
section in the forest. If you like a chal- 
lenge then Ivanhoe may be worth a look. 
Otherwise, I'd give it a miss. 

Graphics: 86% 

Sound: 62% 

Playabilily: 55% 

Addictiveness: 57% 

Overall: 57% 

Great graphics, but not much else. 

Review copy from Ozisoft 

(02)313 6444. 

RRP Amiga $59.95 Q 
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by Greg Munro 

Feeling like a bit of 3-D space action with a dash of 
strategy? Feeling like the confusion of three levels of 
reality? Check out Greg Munro' s sometimes confus- 
ing assessment ... 



A HIDEOUS MANCHI grabs you in 
his mandibles and tears you into little 
pieces. You lose. Turning away from the 
machine, the escapist fantasy ends. 
You're no longer an elite Impcrium Star 
Trooper on a search and destroy mission 
to a Manchi hiveworld. 

Returning to real life, you don your 
space helmet, (hang on - did I say real 
life!!??), and bid good day to the barkeep. 
Avoiding the clumsy robot in your way, 
you leave Hiathra base with a load of 
souvenirs and hybrid grain to flog at a 
hefty profit on some remote mining aster- 
oid. 

Unfortunately, leaving Deneb you en- 
counter a Manchi Vulture class fighter. 
This is no Hive game now. Shields have 
failed. Armour's gone. A laser beam slic- 
es right through your ship, destroying all 
in its path, including you! 

This time, it's back to the Real real 
world. From Manchi hiveworld, to Hiath- 
ra cantina, to exotic Newtown! I've just 
had the cute experience of playing a vid- 
eo game within a video game! 1 like it! 

This novel series of concentric reali- 





current star system, divided into 1024 
sectors in a 32X32 grid. Superimposed on 
this are symbols representing nebulae, 
planets, starbases, outposts, mining sta- 
tions, asteroids, ion storms, stargatcs, etc. 

By scrolling around you may select 
your destination within the star system. 
There are eight systems in the Far Arm 
Cluster - Arcturus, Bassruti, Deneb, Gry- 
phon, Karonus, Nar'see, Sigure, and Zed. 
Graphics on these intra-system maps are 
not spectacular, reflecting the fact that 
Space Rogue is an IBM port (as does the 
opening sequence), but this is amply 
compensated by the 3D action and inter- 
esting gameplay. 

When you roach a base, you switch 
back to the 3D screen to dock. Inside the 



ties comes courtesy of Paul Neurath, 
creator of Space Rogue, a game which 
somehow got confused back in the 



June issue with a cosmetic for lady astro- 
nauts! (No wonder I'm feeling red in the face 
-Ed) 

You take the lead role in this imagi- 
nary world of the "Far Arm Star Clus- 
ter". Not that you were always a rogue of 
course. You once had a promising career 
as a junior officer on the Princess Blue, an 
impressive merchant ship that is now just 
space cinders. You alone survived the 
Manchi attack, marooned in the mysteri- 
ously de-serted small Sunracer ship your 
captain had stopped to investigate. 
You've got no clear goal except survival. 
And revenge. 

Later, other goals emerge, like how to 
get a Space Pilot's licence, and after many 
hours of gameplay you start to get a hint 
of the overall aim. You can achieve this 
aim, Mr Neurath assures me, by choosing 
any of three career paths: Trader, Pirate, 
or Bounty Hunter. 

Gameplay (via joystick, keyboard, or 
mouse), is a unique combination of 3D 
spaceflight simulation and role-playing 
strategy. It's less sophisticated than Starf- 
light (see April ACAR), but with the add- 
ed bonus of arcade action in 3D filled- 
vector graphics like FjA-lS Interceptor or 
Carrier Command. 

Switching from the 3D screen to the 
navigation pane] gives you a map of the 




base, movements arc viewed from above, 
as you steer your man from room to 
room. Only the current room is shown. 
Here you buy and sell cargo, repair and 
upgrade your system and weapons, play 
"Hive", and talk to sentient beings. Some 
give you information, useful objects, and 
quests to attempt. Interaction is through 
menus and a simple parser. 

You travel inter-system by entering 
"Malir Gates", which deposit you into 
"wormholes". A Wormhole appears as a 
winding series of concentric rings. It's a 
bit like travelling through a vacuum 
cleaner tube. A faulty jump will deposit 
you back at the gate you entered. This is 
annoying because corrosive gases within 
wormholes eat through your hull. Long 
wormholes cause lots of damage. It's a 
juggling act between going fast enough 
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to minimise hull damage and slow 
enough to safely stay within the wonn- 
hole. 

Space Rogue comes with lots of paper 
bits - two booklets, an instruction sum- 
mary card, a Starmap, and a cute adver- 
tising pamphlet for "Hive". It's not disk- 
copy protected, but you must enter 
passwords from the manual. 

Space Rogue is witty, imaginative and 
well thought out, with just the right 
achievement to frustration ratio to keep 
you coming back. An excellent game. 

Distributed by Da1aflow.(02) 331 6153 
RRP Amiga $69.95. 

C64 $69.95 
Ratings: 

3D Graphics: 79 
Sound FX: 51 
Addictiveness: 85 



Other Graphics: 65 
Piayabiiity: 81 
Instructions: 95 



Value tor money: 70 (slightly pricey) 



Printer Ribbons 



COMMODORE 



MCS 810/20 
' colour 
MPS 801 
MPS 802 
MPS 803 
MPS 1000 
MPS 1200 
UPS 1230 
MPS 2020 
" 4 colour 
TP 8023P 
VIC 1520 



16.95 
17.75 

9.75 
12.00 
11.00 

8.75 
12.50 
26.50 
2025 
28.50 
15.50 
16.50 



Epson FX/MX80 
Epson FX1 00 
Epson LXeoo 
Epson LQ500 
Epson LQ1 000 
OK1 183 
P'sonic/Logilec 
RHeman C+/F+ 
Star NX 10 
Star MX 15 
Star N2 4-1 5 
Star NX1 000 

' 4 colour 
StarNX24-10 



13,50 
15.50 
13.50 
1500 
17,00 
12.00 
12.50 
16.00 
12.50 
14.75 
18.95 
9.75 
22.50 
16.50 



• quantity discounts for 6+, 1 2+, 24+ 

• many other types available 

• single colours available at a surcharge 

• all these (except MCS 810/20) recyclable 
(reink or reload) 



D-l-Y RIBBON RECYCLING 



REINKING MACHINES : 



$199 



ROLLED RELOADS to fit most cartridge 
!ypes{black,colour.4-colour): POA 



Lazarus Ribbons 

70WolseleyRd tei: (02} 960 2737 

Mosman NSW 2088 (008) 24 9991 

fax: (02) 968 1276 



More Amazing 

Software... 

at a price you can 



afford. 



From 

the editors of 

ihe Australian 

I Amiga Review , 



Amiga-Live! issue four. 

Three disks of hand picked public domain software, 

graphics and demonstrations. 

Now you can collect quality software cheaply, 

quickly, from people whose 

judgement you can trust. 

Features Of Issue Four 

Funpaint - A powerful program for the price ! Works in almost all 

Amiga graphics resolutions including HAM and extra-half-briie. 

Basic drawing functions. 

ImageLab - Full image processing capabilities from simple 

averaging to Fast Fourier Transfonnations. Extensive 

documentation on di,sk. Works in many resolutions - fantastic 

effects possible. 

FixDisk - Restore lost files, recover damaged disks and undo a lot 

of common DOS problems. 

Gymnist ray traced animation - with sound effects. 

Entertainment - Pacman game, Mirror Wars, Bally III, Emporos 

and JAR. 

PHONE (02) 879-7455 

TOLL FREE (008) 25 2879 

Credit Card and C.O.D. accepted over the phone. 

■ ORDERFORM ' ' ~ 

Send cheque or money order made out lo Prime Anifax, or use your credit card. 

Day Phone: 



Name: 

Address: 

Post Code; Credit Card (tick) VISA O M/C O B/C O 

Card Number: QQQQ □□□□ □□□□ 0000 Exp: QU/Ua 
Please rush me issue four of Amiga-Live! 1 understand I will 
receive three disks within 7 working days of receipt of this 
order. Signature: 

POST TO: Prime Artifax, P.O Box 288, Gladesville 2111 
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A first glance at new games ... 



F - 29 Retaliator 

- # Retalmtor is a flight-sim 
program based on two of the 
most advanced aircraft designs 
ever conceived. Not only do 
you get to fly the Grumman F- 
29 with its revolutionary for- 
ward swept wings - you can 
also put the new Lockheed F- 
22 tactical fighter through its 
paces. 

Neither of these fighters are 
actually in use yet - both are 
contenders as replacements for 
the aging fleet of US Air Force 
F-15s. 

Both planes were designed 
to the same performance speci- 
fications - both feature STOL 
(Short Take Off and Landing) 
capabilities. Stealth technology 
for radar invisibility^ and the 
ability to cruise at supersonic 
speeds without after-burners. 
In other words, they're fast, 
they're invisible, and they can 
take off and land on a postage 
stamp. 

Strap yourself into a com- 
fortable chair, grab your joy- 
stick and get ready for action. 
First you'll need to enrol on the 
Air Force computer - select a 
rank, from First Lieutenant 
through to Colonel, The higher 
the rank you select, the greater 
the variety of missions - and 
the harder they are. 1 chose 
First Lieuter\ant, though Ap- 



prentice Flight Mechanic 
would have been a better 
match for my ability. 

Now choose a base loca- 
tion. You can start with a test 
flight around the Arizona 
Test Range, or get straight 
into the action in the Middle 
East, the Pacific, or Europe, 
Each zone features a number 
of missions - there are more 
than 60 to choose from by the 
time you reach the rank of 
Colonel. This game will keep 
you going for years! 

Enough paperwork. It's 
time to fly. Fire up the en- 
gines, open the throttle, and 
in a flash I'm airborne. 
They're not kidding about the 
short take-off, Graphics zip 
by the window at an alarm- 
ing speed, the engine of my 
plane roars in my ears ,., ex- 
citing stuff. Now to get my 
teeth into Mission Number 1 
... two bandits in Sector 4-D 
are closing in on my island 
base. It's up to me to "engage 
and destroy," Will I win? Or 
is it "Purple Heart" time for 
Phil? Stay tuned for a full re- 
port in the next issue. 
Distributed by Ozisoft 
(02)313 6444 
RRP Amiga S59.95 
Quickshot Ratings: 
Gamef^oy-SyiO Graphics; 6/10 

Sound: 8/10 
Overall: 85% Action: 9/10 



• If you're tired of the 
playing the same old stuff 
time and time again, here's 
soinething different. Relative- 
ly different, anyway. Yep, it's 
a game based on the theory of 
relativity - the "E" in E- 
MOTION is "E" as in "M-C 
squared." 

Before you hang up your 
hat and go home, it's not as 
fearsomely intellectual as it 
sounds. All you've got to do 
is pilot an atom-sized ship 
around E- space, pushing col- 
oured sub-atomic particles 
into one another. The trick is 
to bouncing matching parti- 
cles together, making them 
disappear - if spheres of dif- 
ferent colours coKie into con- 
tact, they generate a third 
particle which must also be 
destroyed. The idea, you see, 
is to clear the screen. If you're 
not careful you'll set off a 
chain reaction - you may 
have only started with four 
particles on the screen, but 
you'll soon find you've creat- 
ed heaps more. 

To complicate matters 
even further, some of the 
spheres arc joined by elastic 
bonds - push one, and it's lit- 
tle friends will tag along. 
Then there are the energy 
pipes, which both your ship 
and the spheres will bounce 
off if you come into contact. 

Your ship is not particu- 
larly easy to control - it's one 
of those "point and thrust" 
models made popular in 
games like the ancient Aster- 
oids - pushing your joystick 



left or right rotates the ship, 
pushing the fire button fires 
the thruster rockets. Gently 
does it - I spent most of my 
time trying to get the silly 
thing to go where I wanted it. 
Graphics are simple but 
elegant - on the Amiga the 
spheres are ray-traced, which 
gives them a genuine 3-D ap- 
pearance. Colours are nice, 
and the overall design is 
quite elegant. One look at the 
screen is enough to tell you 
that this is a game that re- 
quires thought and control 
rather than brainless reflexes 
- on higher levels you will 
need to be quite strategic. 
Sometimes, for example, you 
will actually need to bounce 
balls together to produce 
enough to let you finish the 
level - remember, you need at 
least two of every colour to 
let you zap them together. 

E-motion is an enjoyable 
and unusual game - a pleas- 
ant game if you need a break 
from zapping aliens and shu- 
rikening Ninja warriors. 

Distributed by Ozisoft. 
{02)313 6444 

RRP Amiga $59.95 
C64 Disk $35.95 
C64 Cass, $26.95 

Graphics- 7/10 
Sound -7/10 
Action -7/10 
Gameplay - 7/1 
Overall - 73% 
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Quickshofs 



The Magic 
Candle 

• Bumpf is a technical 
term. Dumpf is un-necessary, 
un-requested literature gener- 
ally of a technical nature that 
arrives in copious quantities. 
And never before have I re- 
ceived so much bumpf with a 
game. The game 1 am referring 
to is The Magic Candle, a fanta- 
sy role-playing game for the C- 
64, 

Some of the bumpf was in- 
side the box, some outside. 
First, there was [he pile of pho- 
tocopied reviews from over- 
seas magazines. It was over a 
centimetre thick, and without 
exception they were rave re- 
views. Nary a negative word 
among them. 

Then there was the bumpf 
that was actually attached to 
the box - little stickers every- 
wherc; proclaiming The Magic 
Candle as "1989 Role Playing 
Game of the Year" and "1989 
Best PC Fantasy Role Playing 
Game." The box, in fact, re- 
minded me of Norman Guns- 
ton in his hey-day. 

Open the lid and the paper 
warfare continues - a map of 
the Land of Deruvia, an in- 
struction sheet, and a beauti- 
fully produced 60 page book- 
let. 

But what about the game 
itself? Supphed on two double 
sided disks, there's obviously 
a lot to do! Graphics look ok, 
and follow the accepted RPG 
standard. This one is too com- 
plex to rate, so watch out for a 
full review soon. In the mean 
time, here's a quote from some 
bumpf - "There's enough varie- 
ty in The Magic Candle to keep 
players thoroughly interested 
throughout the approximate 
200 hours it will take the inter- 
mediate gamer to finish. 
Whether you're an expert or a 
novice, this magical world will 
charm you into many hours of 
enjoyable play." 

Distributed by MIndscape 

(02) 899 2277 

RRP C64 Disk $49.95 



Craxy Shots 



by Lute Tattersall 

If you've got a Wcstphaser 
hght gun and you're sick of 
playing cowboys and Indians, 
this is the game for you. It's a 
heap of fun. Rather than be- 
ing set in the wild west this 
one is set in "Side Show Al- 
ley". You get to choose from a 
number of different targets 
like balloons, targets and wild 
animals. 

All except the Bull's Eye 
target are moving and all of 
them really test your skill 
with the Westphaser gun. 

You are left in no doubt as 
to where your shot went as it 
shows up on the screen. (Re- 
member, if you move around 
you will need to re-callibrate 
the gun by pressing the F5 
key). 

For my money this new 
addition to the Westphaser 
collection has some signifi- 
cant improvements on what 
was already a good game. A 
larger section of the screen is 
used for the target area. In 
Westphaser you could only 
shoot at a small part of the 
screen. 

The second improvement 
is that Crazi/ Shots offers more 
variety. Some parts of the 
game simply involve accura- 
cy, while other parts have 
you relying on your reflexes. 

The third improvement, 
and quite an important one, is 
that you are not shooting at 
people. The only "live" targets 
arc animals, which 1 reckon is 
a lot better than shooting at 
other people, even if they are 
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only computer animations. 
(Hope there arc no animal lib- 
bers reading this!) The fact is, 
there's been quite a lot of de- 
bate about excessive violence 
in computer games - but few 
people would complain about 
Crazy Shots. 

The sound track that ac- 
companies the game is a little 
carnival tunc that is very ap- 
propriate to the setting. The 
other SFX are very good, and 
include authentic sounding 
jungle noises when you are 
hunting the wild animals. 

Visually the game is very 
attractive and eye-catching. 
The spruiker on the stand is a 
little, balding fat guy just like 
you'd expect to sec at the Roy- 
al Easter Show, 

Crazy Shots is the sort of 
game you could get your 
mother to play without much 
hassle. Smaller kids (6+) 
would also get a kick out of it, 
and should be able to play the 
game without much fuss or 
assistance. 

All this adds up to an all- 
round classy game - good to 
look at, easy to play, lots of 
nice touches. I'm sure 1 will be 
coming back to play it often. 

Distributed by Pactronics, 
(02)74-14700, 

RRP: $49.95 
Quickshot Ratings 
Graphics 8/10 
Sound 6/10, 
Gamepioy 7/10, 
Addictiveriess 7/10, 
Overall 75% 













^^^^ 



■•''®'— ^i 



m 



ilV SUBSCRIBE i> 



COMMODOmi 

Make sure of 
getting 
your copy. 
Subscribe 
now! 

Piease enrol me for 

i^ues subscription to The 
Austraiian Commodore 
and Amiga Review, 

commencing with the 

issue, 

i enciose a cheque/money 

order for S 

Pleas© charge my 
Bankcard 

Bankcard number: 

Expiry dale: 

Name: 

Address; 

Postcode; 

Please tick 
applicable box 



First Subscription | | 
Renewal I I 

TO: The Australian 
Commodore 
and Amiga Review 
21 Darley Road, 
Randwick NSW 2031 
(02) 398 5 1 1 1 



Rates vvittiiri Australia: 

6 issues 519,00 (inc postage) 

12 issues $36,00 (ine postage) 

Minimum OS postage S35,00 AUS 

(Air Mail) more for some countries 

If you don't want to cut this 

out photocopy it or just 

send a letter. 
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Adventurer's Realm 



'V. 







by Michael Spiteri 




Welcome to Adventurers Realm, the section of the magazine espe- 
cially for adventurers, war games and role-players. The Realm offers 
help in the form of hints and hint sheets, and if you're still stuck, ive'll 
print your problem for others to think about. 

The address to write to for adventure game hints and problems, 
hint sheets, and general chat is: 

Adventurers Realm: P.O. Box 351 , Pakenham, Vic 381 
The address to write to for role-playing game problems is: 

The Dungeon: P.O. Box 315, Maddington, W.A. 6109 
The address to write to for wargame queries is: 

Realm's Worgaming c/o Barry Bolitho 

P.O. Box 351 , Pakenham, Vic 381 

Always enclose a stamped addressed envelope for any replies 



Free hint sheets 

• Thanks to all who have sent in hint 
sheets to be made into Offidal Realm hint 
sheets. Some can be included as is, others have 
to be sorted and edited. Keep them coming in, 
though! 

The following hint shoots are free. You can 
choose up to four hint sheets of your choice. 
You must include a stamped addressed enve- 
lope - otherwise wo won't send you any! 

For your free tiint sheets write to: 

Free Hint Sheets: P.O.Box 351, 

Pakenham, Vic 3810 

• iJards Tale 1 

• Bards Tale II 

• Bards TalelH BZorkl 

• Hitchhikers Guide • Zork 2 

• Faery Tale • Zork 3 

• Castle of Terror • Dcja Vu 

• Adventureland • Dracula 

• Pirate Adventure • Fish 

• The Pawn 

• Borrowed Time 

• Never Ending Story 

• ZZZzzzzzzz 

Psst! Watch out for the Official Ad- 
venturers Realm Hint Book - available in 
a few months ... 



Problems, Problems and more Problems 
(or the Troubled Adventurers Dept) 



• Adventure games have the awful 
habit of turning a friendly human being 
into a raving, negative-vibe merchant. Es- 
pecially the games with tricky problems. 
The people listed below have become 
such, and they arc in desperate need for 
help, so if you can assist - please do! 

• First up is Craig Power of Keparra 
in Qld. Pro-Pack adventures are still trou- 
bling him. In The Temple Curse, how do 
you get the branch and how do you get 
into the temple? Then in Island of Spies, 
how do you untie the parachute to crawl 
out from under it? Fmally, in The Las.1 
Planet, how do you stop the little green 
man from killing you? 

• Michael T. Mitchell of Woodville 
West in SA is stuck in Bloodwyck. (n the 
Serpent Tower Level 4, Mike cannot find 
the key which is uncovered by pressing 

Commodore and Amiga Review 78 



the green switch. In Dragon Tovm Level 
3, how do you get past the pillar con- 
trolled by the floor switch? 

• Sue Martin of Clayton in Victoria 
is romantically stuck to Romance of the 
Three Kingdoms. She can recruit generals 
okay, but is having a great deal of trou- 
ble recti iting ■soldiers. Obviously gener- 
als are pretty useless without soldiers, so 
can anyone help Sue out? 

• A.J.Barnard of Epping in Victoria 
is currently stuck in C64's Detective. The 
list of problems are as follows: 

a. How do you open the safe? 

b. How do you use the plans to the 
secret passages? 

c. What does Bismuth mean? 

d. Where is McFungas's body and his 
room? 

• Natalie Paine has left the ants and 



their desert to have a pondle with Toss 
Times in Tonetown. She asks the following 
questions: 

a. Where is the metal card? 

b. What is the editors name? 

c. How do you exactly use the termi- 
nal? 

d. What is inside the silver painted 
jar? 

• Colleen Betts of East Geolong in Vic 
is stuck in Legacy of the Ancients. She can- 
not find Magic Ice. She also having prob- 
lems making it through the dungeons. 
Any help appreciated! 

• Mr & Mrs Kearns of Elizabeth 
North in S.A. are stuck in The lioggitt. No 
matter what they do, they always die of 
starvation. The Kearns also ask if anyone 
knows where Rebel Planet can be pur- 
chased from? 

• Scott Robinson of Bundarra in NSW 
is another victim of Commodore's Pro- 
Pack adventures. In Temple Curse, how do 
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you read the hieroglyphics with the 
translator, and where do you go after you 
collect all the items? The in Last Planet, 
Scott is also being troubled by the little 
green man! Another game Scott is stuck 
in is Battletech. He's up to the Star Map 
Room in the Star Fleet Base, and want's 
to know how to get any further. 

• John Fardy of Revesby in NSW is 
stuck in the Riddle Room in DungeonMas- 
ter. He has triggered a trap, and cannot 
unlock the door with any of they keys or 
get past the magic barrier in front of the 
grill. 

• Obtaining a book is Paul Valentines 
(of Boondall, Qld) problem in The Hound 
of the Shadow. Any takers for this pageful 
problem? 

• Last, but not least, is Scott Pitcher 
of Reservoir in Victoria. In Savage Island 
Pt 1, how do you get all the objects out of 
the lake without drowning? 

Questor Adventurer 
of the Monthi 

• This is where you can win yourself 
some free software from the generous 
guys and gals at Questor. if you think 
you are worthy of the title role of Adven- 
turer of the Month, write it! 

This month's choice was a hardy! 
Close runners up were Chris Kaiser of 
Spear wood in WA, who helped out a few 
adventurers this month, as well as send- 
ing in a King of Chicago hint sheet. Then 
there was Stephen Burrows of Kootingal 
in NSW who sent in hint sheets for a few 
of Sierra's games. Not forgetting David 
Marjanovic of Revesby, NSW who sent in 
the answer sheet to Shadowgate. Howev- 
er, the winner is ... 

Stuart Elflett of Toogoolawah in Qld 
who dug in deep to send in solutions to 
many games, as well as pages and pages 
of hints and tips. 

Realm's 
Clever Contacts 

Two more clever contacts this month: 
(a complete list coming shortly). 

• Name: Ryan Tan 

• Address: 21 Albion St. Concord 
NSW 2127 

• Phone: (02) 743 6428 No reverse 
charge calls, thanks! 

• Help offered: Most games!! 

• Name: Scott Pitcher, 

• Address: 13/176 Rathcown Rd. 
Reservoir, Vic 3073 

• rielp offered: AdvEnturdarui, Pirate Adv, Mis- 
sion Impossible, Voodoo castle. The Count, Strange Odys- 
sey. Mystery Fun House, Pyramid of Doom, Chast Toum. 



Help, Help and more Help 

(or the Smart Adventurers Dept) 



• Boy! Help and hints have been 
pouring into the Realm at an alarming 
rate. On behalf of all the stuckecs, thanks 
to all the saviours!! 

• Game: Future Wars 

• For: Jon Dickins 

• From: Noel McAskill & Duuk Tsa- 



rith 

• Help: Operate green button; use 
sheaf of paper on opening; operate red 
button; take documents; move to lighted 
circle on floor. 

Natalie Paine was stuck quite badly 
in It Came From the Desert, Well, three 
people wrote in to help Natalie. Credit 
goes to Chris Kaiser, Jozsef Toth, and 
James Connors. Here is the help ... 

The queen's nest is south of the 
South -West volcanic cone. He can enter it 
if he travels by tank. Walking burns!!! 
The tank has unhmited fuel. The man at 
Neptune Hal) is Billy-Bob, head of Nep- 
tune Cult who is accused of murdering 
his daughter's best friend. The red-haired 
girl is Jackie (daughter of man at Nep- 
tune Hall) - keep away from her - she's 
trouble. If she presents evidence to the 
mayor, the major will call out the alert. If 
that doesn't happen, it's because your ev- 
idence is false. On day 4, go and pick up 
your lab results. This should be enough 
evidence. The mayor will finally believe 
you when the ants eat his car. 

• Game: Leisure Suit Larry 3 

• For: Luther Tcng 

• From: Chris Kaiser 

• Help: At the .start of the lookout 
platform, look at plaque then look 
through telescope. After leaving that area 
go to your home. In the jungle scene after 
leaving your home, go and pick up the 
wood. Go to the hotel casino and at the 
entrance go just past the stairs to where 
the change rooms are. Get the rope and 
soap from the sink. 

• Game: Defender of the Crown 

• For: Luther Teng 

• From: Chris Kaiser 

• Help: If you are surrounded by en- 
emies or if you need more land, hold a 
toumament and joust for land. When you 
conquer land, try to win their castle. 

• Game: Rocket Ranger 

• For: Luther Teng 

• From: Chris Kaiser 

• Help: On the Zeppelin, say "You 
arc on a mission from God" or "You flew 



without a plane". 

She will say "Great! A comedian". 

You say "You'll never believe me". 

After they are kidnapped, later in the 
game you will need to say: Miss Barn- 
storff: "About time you got here Mr 
Hero" You: "You will be happy to leave", 
'Tou vrill be happy to help" 

She will say "We could have been 
killed". You say "Let's head for home". 

• Game: Detective 

• For: Neville Hewlet 

• From: Ben Goshng 

• Help: When you start, wait a while 
then follow Bently to your room. Go up 
to the drawers, click joystick, and use 
command which looks like open box, and 
take padded envelopes. Then go to Din- 
gle's room. If no death music comes, go 
to the drawers and get briefcase. If death 
music does come, do the same thing but 
search Dingle before you leave. Open 
briefcase, take out note and place in pad- 
ded envelope. 

• Came: Leisure Suit Larry II 

• For: Susan Dawson 

• From: Brett Mirabella 

• Help: To open the lift in the Volca- 
no, you must have the airsick bag from 
the aeroplane and matches from the 
guest room at the island that you go to 
first. You must also have the hair reju ve- 
na tor from the barber shop at the airport. 
On the volcano, near the crevice you 
must put the bag in the bottle then you 
must light the wick and throw the bottle 
into the crevice. The door should open. 

• Game: Pool of Radiance 

• For: Eddy Cheung 

• From: Damian Maher 

• Help: To clear the land of Sokol 
Kepp, go to the southernmost wall in the 
building at the centre of the keep and 
there you will find an altar. Approach the 
altar and you will see the spectre. Tell 
him the truth about Phlan and he will 
give you a password to give to the un- 
dead patrols. Return to the city clerk and 
you can collect your commission for 
clearing the keep. Also to get more mon- 
ey go to a tavern and gamble. If you lose 
money, immediately play again and bet 
cither more money than you have....see 
what happens. 

• Came: Shadowgate 

• For: Andrew and James Dickson 

• From: D. Marjanovic and J. Fardy 
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• Help: The rope is magical - try talk- 
ing to it! The word or the wall will help. 
To get the Cyclops, act like David and 
Goliath and use sling with stone. The 
stones are near the waterfall. To get the 
flute you need the steel glove. Operate 
the well and examine the bucket. Once 
you have the flute, play it! What you get 
fits into the hole in the King's room. With 
the wand, go back to the bridge, remove 
excess gear and cross it. Try out the wand 
an the snake. 

• Game: Personal Nightmare 

• For; Steve Morgan 

• From: Duuk Tsarith 

• Help: The safe can be opened by 
readingt he d at eont he painting. 

General Hints & Tips 

Courtesy of Stuart Elflett 

• The Helm: Pick the lock and you'll 
be in the castle. It'll make a mess of the 
needle, though. 

• Dfl!!fls Quest: Go down the ladder 
with the flashlight, turn it on, and drop 
it. Go cast, then south. Put all necessary 
objects into the knapsack, then close it. 
Go down the ladder, get torch, and con- 
tinue your journey, 

• Hitchhikers-Cuide: When you mate- 
riahse in your own brain, the game ends 
five moves later. Keep a couple of saves. 
Vogon Hold - if the Vogons are shooting 
you, you've already got it. Don't worry. 
The plant pot is in the whale. 

• Starcross: The green rod is in the 
bin, in the garage. 

• Castle of Terror: The flint is found in 
one of the barrels. 

• The Hobbit (Tape version); To open 
the side door, use the small curious key . 
To kill the dragon, use Bard to shoot it. 

• Suspended: Iris isn't just being diffi- 
cult, she needs a small repair before she 
can help, and she isn't programmed to go 
far from the monitors. Cheap robots on 



wheels cannot go up steps, maybe a 
ramp would be more suitable. 

• Subsunt. To clean the sink you tnay 
have to plunge in at deep end. Butter 
makes a good lubricant for aerial ma- 
noeuvres. 

The Dungeon 

by Kamikaze Andy 

• Established RFC house SSI are now 
publishing the Amiga as its No. 2 com- 
puter for products (after IBM), and that's 
great news! Recently released was Cham- 
pions of Krynn (a fantasy RFC in the 
AD&D DragonLance world), and Sword 
of Aragon, a more strategic RPG. Expect 
Poof of Radiance soon! 

Another firm that has upgraded its 
Amiga priority is Sierra. Heroes Queat was 
the first fantasy RFG /graphic adventure 
to be released, and now a sequel Heroes 
Quest U is expected early next year. Sierra 
are also about to release a game called 
Codename: Iceman, a thriller adventure, 
and Concjuests of Camelot, which also fea- 
tures RPG characteristics and is set in the 
period of King Arthur. Unfortunately, 
Sierra does not support the C64 at all, 
due to the limitations of the machine in 
handling Sierra's advanced game system. 

Some other titles that will grace the 
shelves of your local .software store soon 
include Damocles, the sequel to the great 
Mercenary (Amiga only). Also out is Final 
Hattle (sequel to Legend of the Sword), and 
Cadaver. Both games are isometric RPG's 
and feature lots of puzzles, monster bash- 
ing, spells, and gorgeous graphics (again, 
both are for the Amiga). 

For the C64, Interplay are to release 
the official Lord of the Rings. This will be 
an officially licensed RPG (not a sequel to 
the Melbourne House adventures), and 
early reports suggest another Interplay 
hit. Both Amiga and C64 owners should 
look out for Magic Candle 11, and a series 
of adventures under the label Worlds of 



Ultima, and using the technology of Ulti- 
ma VI. 

Finally a comment on roleplaying and 
adventuring in general. Some of you may 
notice that the majority of items in this 
month's Dungeon segment are for the 
Amiga. Unfortunately for C64 owners, 
the adventure and RPG market is influ- 
enced by the computer market, and cur- 
rent trends show the Amiga to be way 
ahead of the C64 in terms of potential 
and current software sales, and also in 
sales of adventure/ RPG's. 

You might be interested to know that 
the Amiga is coming a close second to the 
IBM, so maybe it's time for the hard-core 
C64 adventurers and RFGer's to up- 
grade. It is almost assured that all future 
advcnture/RFG releases will come first 
on the IBM, then be converted to the 
Amiga, and possible the Mac. Companies 
like Infocom (or what's left of it), Sierra, 
and Lucasfilm already produce software 
for the IBM and Amiga, and soon more 
companies will follow the trend. 

It all boils down to economics and 
profits, and of course, the C64 just cannot 
fit the new improved gaming systems 
that require greater graphic capability 
and more memory. Q 
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PageStream 2.0 

Professional Desktop Publishing For the Amiga 



PageStream 2.0 is fully integrated with Agfa 
Compugraphic's hinted outline fonts, as well as 
Adobe Type 1 IBM fonts. PageStream will display 
these outline fonts on the screen, plus will print 
them to dot matrix printers, giving exquisite 
quality. PageStream continues to support bitmap 
fonts. 

You demand precision in your work, and 
PageStream delivers. PageStream allows for 
specifications of beginning and ending angles of 
arcs in 1/100 degree increments and allows for 
rotatation in 1/100 degree increments. Specify font 
sizes in 1 /100th point increments, and position and 
size objects to the same 1 /100th of a point. That's 
l/7200thof aninch! 

Now enjoy a larger maximum page size that 
allows even a billboard designer plenty of 
room to work with. You can also "bleed" 
objects off the page with ease. 



PageStream 2.0 contains these added features 
plus those that you've grown to love and 
depend on! These powerful features will assist 
you in creating a unique and professional 
document! 

PageStream! Determined to be the Best! 

Suggested retail price: $399.00 



Paj^eStream is 

Distributed and Supported 
in Australia by 




^c 



pmpuTERmqTE 

product) CctuDtrolici) pty. ltd. 
P.O. Box C64. Mt. Kuring-Gai. N.S.W. 2080. 
Ph: (02) 457 8388 Fax: (02) 457 8739. 



This ad was created with PageStream! All trademarks are property of their respective companies. 





• Easy to instat cartridge, simply plugs 
into your Commodore 64 or 128. 

• Loads disks up to 6 times normal speed 
with both the 1541 and 1571 disk drives. 

• Simplified DOS commands for loading 
files, formatting disks, deleting 
files etc. 

• Stoppable directory listing which does 
not overwrite programs in memory. 

• Built in menu maker to provide a menu 
for each disk to simplify loading and 
running of programs. 

• Easy listing of BASIC programs to 
printer. 

• Text screen dump to printer. 

• Reset button — ideal for magazine 
pokes. 

• One year warranty. 



HOME ENTERTAINMENT 
^^ SUPPLIERS 



PTY LTD 



UNIT 1/128 BONDS fiO. RIVERWOOD N.S.W 2210 



PHi (02) 533 3679 
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